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This started as a labor of love for catching up on the earliest years of my gaming hobby, and it 
just exploded into the massive effort you are now reading. I had no idea it was going to get 
this big, but things just kept coming up and I had to put them in to be inclusive. I didn't get it 
right on the first try, this is at least the 40th version. I even had to change the program I was 
using because it rapidly outstripped the word processor I had been using. It wasn't cheap, I 
was told early to use all original art and to keep it free to download. While I handled the 
writing free of charge, the art had to be contracted out, thankfully several of you helped 
alleviate the cost. I turned this over to Reddit for playtesting, and after that fiasco to 5th 
Edition D&D facebook page along with the various Mystara Fan Pages. Together we 
hammered out all the archetypes, feats and miscellaneous rules. I hope you enjoy it and 
maybe Mystara one day will make an official come back. 


This work is not a challenge to any copyright or trademarks held by any individual or 
company. This is a conversion from BECMI Dungeons and Dragons to 5th Edition Dungeons 
and Dragons. This handbook is free for any who wish to download it. Many thanks to Bruce 
Heard and the other authors of Mystara for giving us the greatest setting for our adventures. 
All art is filler except works by artists denoted below, I will replace the filler as new art is 
completed. This is a fan work and is not for sale. 


Writing and Layout: Glen Welch 

Immortals Section: Marco Delmonte 

Revised Maps by: Thorfinn Tait 

Illustrations: Mischa Jones, Heather Holcomb, Keith Byers, Rick Hershey 
Mischa's Art Page: http://mischacelfrumos.deviantart.com/ 

No part of this book is intended as a copyright challenge. 


Supreme thanks to Bruce Heard, Dave Arneson and Gary Gygax, without which this would 
have never happened. 


Special Thanks To: Glen Butcher, W'raa Butler, Daniele Cuocci, David Finch, Giuliano 
Michelon, Giovanni Paniccia, Robin Smith, Pieter Spealman, Sam Stockdale 


If anybody can help out fund new art please go here: http://www.gofundme.com/Mystara 
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Altheim 


Government: Monarchy 


Capitol: Alfheim Town 
Language: Elven 


Size: 17,950 sq. miles 


Alfheim is homeland of the sylvan elves, 
encompassing the entirety of the Canolbairth 
Forest. Surrounded entirely by the trading 
nation of Darokin, the elves maintain cordial 
relations with most of their neighbors. The 
Canolbairth Forest is known for its gigantic trees 
that the elves building their dwellings in, as well 
as being home to some of the fiercest creatures 
in the known world. 


Alfheim has only one true city, Alfheim Town. 
Barely more than a trading post compared to 
other capitols, all nations that have diplomatic 
ties to Alfheim have their embassy there. 
Alfheim is known for its many high magic areas, 
where monsters magically appear and the fey 
are found in greater numer than anywhere else 


Alfheim is divided in clans, each with with its 
own territories and goals. 


Clans 


Clan Chossum is the most open of the clans, 
welcoming contact with outsiders. Chossum is 
the most mercantile of the clans, and profits 
greatly from trade with other nations. 


Clan Erendyl is considered the royal clan, as the 
Doriath, the current king, is has blood ties to it. 
Erendyl has the largest number of elves 
involved in the government of Alfheim. 


Clan Feadil is the newest clan, and one of the 
most xenophobic. Feadil believes strongly in 
restricting access to Alfheim to humans, though 
oddly enough they get along well with dwarves. 


Clan Grunalf are the caretakers of the 
Canolbairth forest. They tend not just to the 
great trees, but also serve as game wardens to 
keep the animal populations under control. 


Clan Long Runner is the most insular of all the 
clans, wanting nothing to do with outsiders, and 
little to do with the other clans. They prefer to 
use their clan name over their real name. 


Clan Mealidil maintains the vast history of 
Alfheim. They have grown a Home Tree just to 
hold all their scrolls. The most conservative 
clan, even their dress style is archaic. 


Clan Red Arrow serves as the bulk of Alfheim's 
military. They are torn between closing the 
borders for protection and learning new tactics 


and strategies from other nations. 
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Alphatia 


Government: Monarchy 


Capitol: Sundsvall 
Language: Alphatian 
Size: 1,968,134 sq. miles (continent) 


Alphatia is a magical empire, located on the 
continent of the same name. Comprised of 
numerous semi-independent kingdoms, all 
swearing fealty to Empress Eriadna. In Alphatia 
only those with magical power are allowed to 
rule, though domains far from the capitol wave 
this rule. Magic is everywhere in Alphatia. 
Ships, buildings and even an entire kingdom can 
be seen flying high across the sky. Those 
without magic are seen as second class citizens, 
no matter how well their pedigree may read. 
Alphatia is comprised of numerous kingdoms, 
each with its own culture. 


Kingdoms 


Alatians are a chain of islands unique in their 
own way, those that aren't farm land area 
university, amusement park or free city. 


Ambur is known for its actors and 
astronomers. 


Aquas is located at the bottom of the ocean 
under a giant crystal dome. 


Arogansa is the richest kingdom in Alphatia. 


Blackheart, located in the heart of Alphatia, is 
where even the darkest arts are tolerated. 


Blackrock is populated mostly by slaves. 


Floating Ar flies two miles overhead, and can 
be reached only by magic. 


Greenspur is home to the largest naval base in 
Alphatia. 


Haven holds the largest port, and is known for 


| its tolerance of ‘common’ Alphatians. 


Limn has the largest population of humanoids 
in the empire. Though savage, they are 
tolerated as long as they can cast magic. 


Meriander is known for its large population of 
alchemists. 


Norworld is the newest territory. It is looking 
for settlers to tame its frigid wilderness. 


Shiye-Lawr is home to most of Alphatia's elves. 


Stonewall is the most populous kingdom, 
mainly for its tolerance towards commoners. 


Stoutfellow is populated mostly by dwarves. 


Surshield by royal decree has no laws except 
survival of the fittests. 


Thothia is an ancient kingdom, with mysterious 
origins predating Alphatia. 


Vertiloch is Ariadne's personal kingdom, 
restricted by law to fantastic mansions. 


Atruaghin 


Government: Independent Tribes 


Capitol: None 
Language: Atruaghin 
Size: 36,380 sq. miles 


Located high atop the Atruaghin Plateau, the 
tribes of of the Atruaghin clanholds are some of 
the most isolated people in the known world. 
Comprosed entirely of humans, the people of the 
Atruaghin clanholds are divided into five major 
tribes. Lacking metals in any great number, the 
Atruaghins have learned to shun armor and 
tend to fight with the simplest weaons. Their 
ability to live off the land and attack from out of 
nowhere is legendary. 


Though they are isolated, some have taken steps 
to explore the world at large. Their only contact 


with other nations is through the World 
Elevator, a massive winch that allows access to 
the plateau without climbing the steep sides. 


Tribes 


Bear Tribe is located on the northeastern rim of 
the plateau. They build their homes directly 
into the face of the plateau, and have the most 
contact with outsiders. 


Elk Tribe live on the southern border of the 
plateau. They are generally a peaceful people, 
with little contact with outsiders. They are 
fantastic farmers, growing both food and 
tobacco. 


Horse Tribe roam the northern half of the 
plateau, herding the buffalo that are common in 
the area. A warlike tribe, the Horse Tribe 
spends a large amount of time fighting 
humanoids and the Tiger Tribe. 


Tiger Tribe lives in the jungles southeast of the 
plateau. An evil people, they are dominated by 
their priesthood in their eternal quest for 
sacrifices to their dark Immortals. 


Turtle Tribe live on the shores south of the 
plateau. They are the most advanced of the 
tribes, spending most of their lives at sea 
hunting their sacred whales. 


ariant: If you choose Atraughin as your 
nationality the following replaces the human's 
ability score increase: 


Ability Score Increase: Raise your Strength, 
and Constitution by 1. 


Bonus Proficiencies: You have proficiency in 


tealth and Survival. 


narmored Defense. While you are not 

earing any armor your armor class equals 10 + 
your Constitution modifier + Dexterity modifier. 

ou can use a shield and still gain the benefit. 


Broken Lands 


Government: Dictatorship 


Capitol: Udhgar 


Language: Most humanoid tongues 


Size: 11,600 sq. miles 


A blasted wasteland filled with thousands of 
humanoids, the Broken Lands are ruled with an 
iron fist by the orc king Thar. He has organized 
an army of orcs, gnolls, ogres, trolls, hobgoblins, 
bugears and trolls into a force powerful enough 
to threaten the surrounding nations. The 
Broken Lands are not habitable above ground, 
so all ten nations of the Broken Lands are 
situated well below the earth. 


Thar has his hands full keeping his erstwhile 
allies in line. Many of the tribal leaders have 


old grudges with various lands, and turn to 
raiding if left unchecked. Thar knows his one 
chance at greatness is keeping his horde 
organized long enough to strike as one, he has to 
avoid distractions and keep his force as cohesive 
as possible. 


Kingdoms 


Bugburbia is led by King Ohr'r, and is generally 
well motivated. They hate the gnolls, but don't 
go out of their way to cause trouble. 


High Gobliny is one of the smallest regions in 
the Broken Lands. Queen Yazar despised Thar, 
but fears him enough to not betray him. 


Hobgobland is the mortal enemy of Yellow 
Orkia. Every month Hutai-Khan attacks, and 
both sides fight until their numbers are spent. 


Kol is a staunch ally of Thar, and follow him 
without question. Kol is the best organized 
kingdom, modeled after Thyatis. 


Ogremoor is lead by King Alebane, a wanted 
fugitive in Glantri. They enjoy being feared by 
all other kingdoms save the trolls. 


Orcus Rex is home to the most powerful of the 
orc tribes. All other kingdoms fear the strength 
of Thar's legions. 


Red Orcland is extremely loyal to Thar after he 
liberated it from High Gobliny. The Supreme 
Hool was appointed chief by Thar himself. 


South Gnollistan is ruled by Nazim Pasha, who 
imitates Ylari customs. The gnolls are 
constantly trying to start trouble with bugbears. 


Trollhattan is considered to be the worst place 
in the Broken Lands. Only the toughness of the 
trolls, or their stupidity keep them from moving. 


Yellow Orkia is known for their imitation of the 
Ethengar tribesmen. They are also known for 
their constant attacks on their neighbors, 


City of Stars 


Government: Theocracy 
Capitol: N/A 
Language: Elvish 


Size: 2,000 sq. miles 


Located 600 miles beneath Alfheim, here the 
majority of the shadow elves live. The elves live 
in ritualistic dominated lives, their worship of 
Rafiel dictates their entire life from birth to 
death. The elves live simple and plain lives, 
harvesting fungus for food and patrolling the 
caverns to fend of monster attacks. The 
presence of Rafiel can be found everywhere in 
the city, as all shadow elves memorize his 
teachings from an early age. 


The elves are fascinated by things surface 
dwellers find common place. Things like 
candles, boots or fresh fruit demand inordinate 


sums among the shadow elves. Though many 
are curious about life outside of the City, they 
are forbidden from leaving by the shaman that 
receive the teachings of Rafiel. Shadow elf 
adventurers are extremely rare, but once they 
have a taste of life on the surface, they rarely go 
back willingly. 


Buildings of Interest 


House of Mystic is the shop of Risardiel, a 
fortune teller. She is strange for a shadow elf, 
dressing in bright clothes and speaking loudly. 
Occasionally her predictions come true. 


Maflarel's Emporium is the main source for 
surface goods. No one knows how the owner is 
able to get the goods, but people still buy them 
despite his outrageous prices. 


Orc"s Whiskers is a clandestine meeting place 
for young shadow elves. Here they can hold 
hands in private, drink alcoholic beverages or 
smoke tobacco smuggled in from the surface. 


Quanafel's Thaumaturgy is a magic shop 
specializing in second hand magic items. 
Though expensive, his shop is often the only 
place you can find magic items in the city. 


Temple of Rafiel dominates the city, both 
literally and figuratively. No one but the 
shaman are allowing into the temple. Here the 
shaman give the dictates that guide the shadow 
elves' lives. 


Way of Trees is a garden of surface trees 
magically enchanted to survive underground. It 
is considered the most beautiful park in the city, 
and the park is always crowded with visitors. 


Whispering Waters is a large meeting place for 
shadow elves. Not used very often as the elves 
have no real need for inns, it primarily 
functions as a convenient meeting place. 


Darokin 


Government: Plutocracy 
Capitol: Darokin City 
Language: Darokinian 


Size: 81,900 sq. miles 


The land of wealth and trade, Darokin is 


arguably the richest nation in the Known World. 


With limited access to the sea, Darokin has built 
an enormous economic empire mainly through 
ground trade. They are one of the few nations 
with diplomatic contacts in every other nation. 
Though ruled by the richest citizens, they are 
surprisingly upwardly mobile. With their 
economy as strong as it is, only the infirm and 
the lazy do not work. The infirm are helped 


through charity, the lazy are generally left to 
starve. The nation is dominated by its guilds, 


but the guilds are careful not to interfere with 
lawful trade and bring the wrath of the 
government down upon them. Darokin 
maintains a large corps of diplomatics to smooth 
out trade issues with their fellow nations. 


Cities 
Akesoli is the westernmost city in Darokin, it is 
the smallest of the 'Six Cities' of Darokin. It 
dominated the trade coming in from the west. It 


does not produce much, but acts as a stockpile of 
items entering and leaving the nation. 


Akoros is the sister city of Akesoli. It is located 
on the eastern edge of Lake Amsorak. It is one 
of the major crossroads, with goods coming in 
from all directions and routed to another port. 


Athenos is the largest port, located at the cusp 
of Malpheggi Bay. Here goods from Darokin 
flow in and foreign goods come from across the 
sea. It is definitely the most diverse city in the 
nation. 


Corunglain is the city closest to the Broken 
Lands. It is a well fortified city, as orc raids 
from the northwest aren't uncommon. 
Corunglain is heavily militarized, which helps 
get the caravans to Ethengar and Glantri 
through. 


Darokin City is the heart of the nation. The 
largest merchant guilds operate here, and it is 
centrally located for all the caravans. It is the 
city of banks, no other city can claim the 
economic power that lies within its city walls. 


Selenica calls itself the eastern capitol. The 
largest city east of Alfheim, Selenica is the 
second largest city in Darokin. Fiercely 
independent, Selenica deals with the most 
foreign market of any city in Darokin. 
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Ethengar 


Government: Khanate 
Capitol: Court of the Great Khan 


Language: Ethengarian 


Size: 57,970 sq. miles 


The great steppes of Ethengar are home toa 
fierce and nomadic people. Seven tribes united 
under a single khan, the Ethengar are a warlike 
people looking for greater glory. Ethengar is a 
hostile place, with little natural resources and 
harsh winds that provide no shelter. The 
Ethengar are known for their horsemanship, 
their entire culture is centered around the 
horse. 


A deeply religious people, they follow advice of 


their spirit shaman to keep them safe. This is 
not just superstition, the cursed desert they call 
the Land of the Black Sands holds the World 
Mountain, where the spirits may roam the 
world freely. 


Tribes 


Bortaks spend their time trading and making 
war. While they restrict themselves to simple 
raids, they know the time for all out war is near. 


Kaeruts are a once warlike clan, but their 
favorable position on the trade routes 
established by Golden Khan has tempered their 
bloodlust with wealth. 


Kiyats are the closest to Vestland, and as such 
are entrusted to find out what can be known 
about their neighbor. Kiyat are known for 
preferring diplomacy to war. 


Murkits are the ruling tribe, lead by Moglai the 
Golden Khan. They are the wealthiest and 
strongest of the tribes, and owe it all to Moglai's 
leadership. 


Taijits are tasked with keeping the trade routes 
open, which leads them into direct conflict with 
the humanoids that raid it, a task they relish. 


Uighurs are the most militant of all the tribes, 
they long for war with the Heldans. They are 
impatient at the build up of forces and want 
open warfare now. 


Yakkas are one of the wealthiest tribes, their 
position on the border with Rockhome is 
advantageous and highly profitable. Though 
initially forced to follow the Golden Khan, his 
generosity have won them over to his side. 


Yugatais are the poorest tribe, they are at 
constant war with goblin wolf riders that contest 
them for their grazing land. They were the last 
tribe to join Moglai, and are looked upon with 


suspicion. 
n 


Five Shires 


Sintering. Devi ANT ART. COM 


Government: Representative 

Capitol: Shiretone 

Language: Darokinian, Thyatian, Hin 
Size: 10,660 sq. miles 


A peaceful farming nation, the Five Shires are 
the home of the tranquil hin, or halflings. 
Comprised of rolling hills, fertile farmland and 
abundant forests, the Shires produce far more 
food than even the hin could eat. Fought over 
heavily in the past, the hin have liberated their 
lands three times from orcs, dwarves and 
Thyatian invaders. The hin live without the 
threat of war or invasion, and because of this 
they have prospered. 


While the Five Shires is an ideal place to raise a 
family without fear, for many young hin it is 
extremely boring. These hin are called yallaren 
and often head out to explore the world before 


returning and settling down. 


Another interesting aspect of the Shires is the 
hin have developed an almost symbiotic 
relationship with it. When threatened, some 
Hin can tap into the power of the land to 
disrupted hostile magic. This ability, called 
Denial, is tied to the land. While not reliable, 
enough hin have learned to harness it to make 
wizards wary about casting spells there. 


Shires 


Eastshire is the most well known of the Shires, 
simply because of the roads leading to it. It 
borders the Black Eagle Barony of Karameikos, a 
source of contention between the two nations. 
Here border towns are packed with foodstuffs 
and wares ready for sale. 


Heartshire has a majority of the Shire's mines, 
and is heavily defended in case of orc attacks 
from the mountains. It is considered rustic, 
even by hin standards. It's small population and 
lack of trade cause the caravans to usually 
ignore it. 


Highshire is the Shire's frontier. A dirty, 
industrious area, it is located on the mountains 
to the north. Orc attack is a constant threat, and 
the hin have increased the presence of both 
their guard and their military here. Highshire is 
not a place to be found unarmed. 


Seashire is the richest and most populous of the 
Shires. Most of the nation's ports are here, and 
are known for their highly efficient docks. The 
large number of retired adventurers here also 
serve to keep the region safe. 


Southshire is the oldest Shire, and the most 
productive in terms of agriculture. Almost all of 
the Shire is given over to farming and ranching. 
With the exception of Bramblerose Wood, 
Southshire isn't known for excitement. 
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Glantri 


Government: Magocracy 


Capitol: Glantri City 


Language: Thyatian, Alphatian, Elvish, 
Ethengarian, Traladarian 


Size: 89,713 sq. miles 


A fractious magocracy, Glantri is extremely 
powerful, with more enemies than any other 
nation in the Known World. Glantri is at odds 
with the Five Shires, Rockholm and Ethengar, 
and tolerated everywhere else. They are known 
for experimenting on hin and dwarves to learn 
about their anti-magical capabilities, and they 
have banned clerics and druids upon pain of 
death. 


Glantri is ruled through its Parliament, though 
its ten Principalities are so at odds with each 


other little lawmaking ever gets done. 
Parliament is located in the heart of Glantri City, 
renowned for its canals and gondolas. With the 
Great School of Magic also located in the capitol, 
it is one of the greatest sources of intrigue 
known. 


Houses 


Alhambra are the hot blooded elves of the 
south. They are extremely honor bound and 
quick to take offense. 


Crownguard came from another world to 
escape persecution. They are known for their 
secrecy, as well as their haunted moors. 


Ellerovyn are elves that emigrated from 
Alfheim. They have kept their love of nature 
and are known for their sympathy for Alfheim 


Igorov came from Traladara to pursue magical 
crafts. It is known for its appeasing nature, but 
is not well trusted by the other houses. 


Linden is the oldest house in Glantri. They have 
no shortage of enemies as they hold grudges 
since the founding of Glantri. 


Ritterburg is comprised of a wedding of 
Thyatian and Alphatian families. It is known for 
its military commanders and its warlike nature. 


Silverston came from Alphatia, during the 
founding of Glantri. Long rumored to have ties 
to the empire, they do little to dispel the rumors. 


Singhabad descended from Ethengarian stock, 
and is heavily distrusted because of it. They are 
oath sworn to Glantri, and have abided by it. 


Sirecchia originally came to Glantri from 
Thyatis as settlers. Notoriously paranoid, their 
love of poison is also extremely well known. 


Sylaire came from the same world as 

Crownguard. Known for bouts of madness and 

lycanthropy, they still are extremely powerful. 
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lerendi 


Government: Constitutional Monarchy 
Capitol: Terendi City 


Language: Thyatian, Makai 
Size: 17,240 sq. miles 


An island chain known for its pleasant weather, 
tranqual beaches and recreations, it is hard to 
imagine this nation of carefree islanders 
possesses the most feared navy on the sea. 
Comprised of ten islands, Ierendi is populated 
by the native Makai and descendants of a 
Thyatian prison camp. United in the hatred of 
the oppressive Thyatians, the two groups united 
to create modern Ierendi. The nation is unique 
in its government as the monarchs are just 
figureheads, determined by contest each year. 
Real power is held by the Council of Lords, 
which is chosen by the islanders. Ierendi's fire 


ships, created by the fire wizards of Honor 
Island, have gave Ierendi the edge in naval 
warfare. The ships have proven impervious to 
all damage, and their ability to set enemy ships 
aflame from great distances mean most 
captains turn tail on sight. 


Islands 


Alcove is sparsely populated, and known for 


. being a base of pirate operations. Many tourists 


come here to treasure hunt however. 


Aloysius is the nation's penal colony. The 


, island is mineral rich, leading to a large dwarf 
— population. Tropical disease is a problem. 


. Elegy is considered the sacred burial ground of 


the Makai. Though it fell out of favor for years 
due to a curse, the practice has returned. 


Fletcher is known for its caves and agriculture. 
Most of the population live in the caves, and sell 
crystals that spark when struck. 


Honor is home to the legendary fire wizards. 


They are isolationists, though not hostile. They 
help castaways in trouble when needed. 


Ierendi is home to the government buildings. 
The island also has the majority of the resorts 
the idle rich flock to during the summer. 


Roister is home to mostly Makai. It is a simple 
island devoted to fishing and farming, and 
mostly avoided by the tourists. 


Safari is devoted entirely to big game hunting 
and mock adventures. Two large parks service 
the large crowds that come for the spectacles. 


Utter is home to a large group of albinos. 
Devoted to their studies, also create large 
beautiful structures as part of their faith. 


White is a cursed island populated by white 
apes and mad monks. All that stay here go mad, 
and no one knows the cause or the cure. 
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Karameikos 


Government: Grand Duchy 


Capitol: Specularum 
Language: Thyatian, Traladaran 


Size: 46,750 sq. miles 


Formerly the Thyatian province of Traladara, 
Karameikos was acquired by Grand Duke Stefan 
Karameikos by trading away his ancestral lands 
to be allowed to rule with autonomy. Duke 
Stefan brought many of his kinfolk with him to 
help rule, creating some strife with the native 
Traladaran families already present. 


Karameikos is a land divided by cultures, the 
Thyatians rule over the numerically superior 
Traladarians. Fortunately Duke Stefan is a 
highly competent ruler, and his just nature have 


done much to satisfy both the native 
Traladarans and the newly settled Thyatians. 
The Duchy is still wild and untamed, and will 
take years before the entire nation is fully 
settled. 


Cities 
Castellan Keep is located on the borderlands 
between Karameikos and Rockhome. It is near 


a complex of humanoid filled caves, and looking 
for heroic types to clear them out. 


Fort Doom is run by Stefan's distant cousin 
Baron Ludwig von Hendricks. Hendricks, with 
the help of his wizard Bargle, rule over the Black 
Eagle Barony with a reign of terror. 


Highforge is the largest gnomish settlement in 
the nation. The gnomes keep to themselves, 
except when their caravans leave to bring goods 
to all parts of Karameikos and beyond. 


Kelvin is one of the most important trade cities 
in Karameikos. Run by the highly competent 
Baron Kelvin II, the city prospers from the trade 
flowing in and out of the nation. 


Luln is on the edge of the Black Eagle Barony 
and lives in constant fear of it. It is a peaceful 
town, but experiences frequent raids from the 
Baron's thugs and guards. 


Specularum is the capitol, named for its mirror 
like bay. The city has its share of cultural strife, 
but outright violence is rare. Under Stefan's 
rule it is actually becoming quite wealthy. 


Sulescu is a peaceful town, though it has a 
voluntary curfew at dusk. Many villagers live in 
fear of Lord Sulescu, fearing him to be in league 
with dark forces, but there is no proof of it. 


Threshold is a large city for its size, as houses 
are required to be spread out. Itis a busy 
logging community, but always in need of help 


from adventurers due monsters in the woods. 
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Minrothad Guilds 


Government: Plutocracy 


Capitol: Minrothad City 


Language: Minrothad, Elvish 
Size: 8,120 sq. miles 


The most powerful naval trading nation, 
Minrothad is also the most racial diverse 
countries. Elves, humans, hin and dwarves 
work together to increase the wealth of the 
nation, each tasked with a different aspect of the 
economy. Minrothad is ruled by its guilds, each 
guild dominated by a different race. It is home 
to two clans of elves, and is considered by some 
to be the second elven nation. 


Minrothad is not a military power, it does have a 
sizable navy and a small land force, but its 
ability to field numbers of mercenaries has kept 
hostiles at bay. Minrothad also uses a large 


amount of wizards, the Merchant Princes, to 
give them an edge on sea and at the bazaars. 


Islands 


Alfeisle is a long and heavily wooded isle, home 
to the sea elves and some wood elves. The 
structures of there are all works of art, and the 
elves try and show off their skills by creating 
more and more intricate structures from wood. 


Blackrock Island is home to the very active 
volcano Halfpeak. It has little of interest except 
a small community of mystics and a small 
fishing village that harvests exotic sea creatures 
drawn to the heat. 


Fire Island is another island home to a live 
volcano, only Mount Thymas is much more 
active. Between the constant fog and mist, few 
venture close to the island. There is rumor of a 
pirate base, but no one will get close to find out. 


Fortress Island is home to an active volcano 
and a large population of dwarves. The dwarves 
use the volcano to create high quality metal 
items. Due to the hazard of the volcano, the 
dwarves are left to work in peace. 


Open Isle is home of the largest population of 
hin outside the Shires. The most exposed of the 
islands to storms, the hin's submerged houses 
allow them to weather the worst of it. The cities 
there are neat and orderly, as the hin prefer. 


North Island is home to a single settlement due 
to its lack of a natural harbor. The island is 
primarily used in emergencies, and keeps a well 
stocked fortress to help in disasters. The town 
also has a large population of clerics of all faiths. 


Trader's Isle is the largest island in the chain, 
surrounded by the Nithian Reefs and shrouded 
in fog, just getting to the island is a hazard. 
Here you will find the metropolis of Minrothad 
and the shanty of Harbortown. 
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Northern Reaches 


Government: Monarchy 


Capitol: Zeaburg (Ostland), Soderfjord 
(Soderfjord), Norrvik (Vestland) 
Language: Heldannic 


Size: 8,920 (Ostland), 31,060 
(Soderfjord), 21,060 (Vestland) sq. 
miles 


The Northern Reaches are actually three nations 
sharing a common culture. Each beholden to its 
warrior roots, the Northern Reaches is a land of 
harsh climates and mountainous terrain. The 
lands are known to harbor humanoids of all 
shapes and sizes, from kobolds to giants. The 
people are deeply religious, following the 
Aesthir pantheon. The nations are constantly 


fighting with each other, and occasionally 
raiding up and down the coast when they think 
they can escape without repercussions. 
Northmen share their lands with a large 
number of dwarves, and are home to the 
Modrigswerg, a clan of mad dwarves that create 
powerful yet cursed magical artifacts. 
Northmen are frequently found outside their 
homelands in search of glory, but just as often 
the nobles of the northern reaches are looking 
for adventurers to handle the numerous 
monsters that live in the mountains. 


Nations 


Ostland is ruled by King Hord, a old and 
tradition bound king. His influence is split 
between his chief advisor, the honor bound 
priest of Odin Asgrim the Bowed, and his new 
wife Yrsa. Yrsa represents change in the way 
Ostland is run, and her and Asgrim butt heads 
constantly. Ostland is run like it always ways, 
the old traditions run deep here. It is militarily 
strong, but socially stagnant. 


Soderfjord is less a nation and more a group of 
allied nobles. It is the poorest and weakest of 
the Northern Reaches, splintered and divisive. 
Ragnar the Stout, the current war leader of 
Soderfjord is trying to unite the various jarls 
into a cohesive government, but it is proving to 
be extremely difficult. With no central 
government Soderfjord collects no taxes and 
raises no troops, keeping it poor and weak. 


Vestland is the most modern of the Northern 
Reaches. The nation has begun to move away 
from just raiding and more into trade and 
commerce. It is hampered by the large troll 
population in its borders, something that has to 
be addressed before Vestland takes its place 
with the modern nations. It holds the place as 
the only northern kingdom to support wizards, 
and it is the only one to have banned slavery, , 


Rockhome 


* 


2012 Tee Bluckimith - Michele Foige 
Government: Monarchy 

Capitol: Dengar 

Language: Dwarvish 


Size: 41,140 sq. miles 


The kingdom of the dwarves, unchanging and 
static for centuries. Rockhome is split evenly 
between those that live above ground and those 
that live below. The dwarves are neutral to 
most other nations, as long as their caravans 
move unmolested they don't care about external 
politics. Their one exception is their hatred of 
Glantri, the wizards are known for dissecting 
dwarves to find the source of their magical 
resistance. In return the dwarves often ally 
with nations hostile to Glantri to show the 


wizards their actions will not be tolerated. 


Rockhome cities are things of architectural 
wonder, as the dwarves' natural creative 
abilities allow them to build in any direction 
and often have gigantic mechanical contraptions 
allowing greater access to their caverns spread 
throughout the city. The dwarves are organized 
by clan, and the clan elders advice the king 
directly. Rockhome keeps diplomatic ties with 
all the surrounding nations, even going as far as 
Thyatis and even Alfheim, though that 
relationship is strained because of mutual 
distrust. Currently they are allied with Ethengar 
training its warriors in the way of seige 
weaponry for use on Glantri. 


Clans 


Buhrodar are the religious caste of Rockhome. 
They are numerically a small clan, but wield 
great influence over the other clans. 


Everast is the ruling clan. They serve the king 
as diplomats and bureaucrats, believing the king 
is only as strong as his weakest servant. 


Hurwarf are zealous isolationists. They oppose 
trade outside of Rockhome, and seek to shut 
down the borders to other nations. 


Skarrad do most of the construction in 
Rockhome. They are considered untiring 
workers, even among other dwarves. 


Syrklist are devoted to mining. They are 
politically neutral to all other clans, preferring 
to ignore everything but their work. 


Torkrest is heavily involved in the military. 
They keep Rockhome free of hostiles, and 
provide military aid to nations against Glantri. 


Wyrwarf are the lowest regarded clan, the 
farmers. Held in low regard by other clans, the 
Wyrwarf don't care as long as they are left 


alone. 
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Serraine 


Government: Democracy 
Capitol: N/A 


Language: Gnomish 


Size: .6 sq. miles 


A masterpiece of science and magic, Serraine is 
a flying city built by gnomes from lost 
Blackmoor technology. The city flies around the 
Known World in set patterns, trading 
machinery, art and finely cut gems in exchange 
for needed food and supplies. The city bustles 
with all sorts of flying creatures, nagpa, harpies, 
pegataur, sphinxes and faenore all have 
substantial populations here. The city has 
multiple parks and attractions that show off the 
gnomish inventions, tourism is a major source 
of income of Serraine. 


Serraine's government is technically a 
democracy, but the city's bylaws are so complex 
no one is really sure how the government 
works. Often they don't know who is running 
for what, they just cast their vote and hope for 
the best. Somehow it works. 


Locations of Interest 


Lake Glitterlode was created to keep the water 
supply fresh. It is a popular recreation spot, and 
is known for its excellent fishing. 


Museum of Culture is an extremely biased 
museum of the history of Serraine. The 
gnomish clans frequently change the displays to 
show their side of the city's origins. 


Museum of Gnomish Crafts showcases the 
many contraptions and inventions the city is 
known for. Gnomes sell small wonders to 
tourists and children here. 


Onyx Tower is the home to Serraine's wizards. 
Here the magic users work to fortify the city's 
enchantments, and defend it if need be. 


Plaza of Triumph is an open air park that also 
serves as the parade ground for the pegataurs to 
perform their aerial formations. 


Science Park is another area devoted to 
showing off gnomish inventions. Here the 
larger contraptions are displayed to the public. 


Skypilot Tavern is the favorite tavern for 
Serraine's fighter pilots. Known for its unusual 
smell, you can find pilots bragging about their 
exploits here constantly. 


Top Ballista Flying School is where Serraine 
trains its aircraft pilots to defend it from dragon 
and hostile nations. 


Tumbling Fields is another park, only with a 
permanent reverse gravity effect so the visitors 
float around like dandelions. 
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Thyatis 


Government: Monarchy 


Capitol: Thyatis City 
Language: Thyatian 
Size: 42,300 sq. miles (mainland) 


Thyatis is the most powerful nation on the 
mainland. At one point in its history it held half 
the known world in its empire before being 
‘pushed back. While it is an empire in decline, it 
is still very much a force to be reckoned with. 


Thyatis is lead by Emperor Thincol I, who 
personally turned the tide against Alphatia 
when they invaded several decades back. He 
has tried to turn the decline around, with mixed 
results. Thyatis still maintains a strong military, 
and their campaign against the Hinterlands 


shows their expansionist policies have not 
changed. Thyatis is still one of the last nations 
to embrace slavery, and their reputation for 
treachery and intrigue is well deserved. 


Provinces 


Hattias is an island south of the mainland. 
Hattians are known for their racial purity, they 
despise other races. Because of a past rebellion 
they are forbidden from building defenses. 


Hinterlands are currently being invaded by the 
Thyatian legions. They are a proud warrior 
race, but their tactics fail against the highly 
organized Thyatian legions. 


Kerendas is known for their horses, they 
provide most of the cavalry support for Thyatis. 
Such is their love of equestrian activities all 
cities have to make space for horses. 


Ochalea is an island being occupied by Thyatis. 
They are famous for their unarmed fighting 
style and exotic foods. Their strict sexual mores 
cause many women to become adventurers. 


Pearl Islands are another island under 
occupation. Populated by ebony skinned 
natives, they are regarded for the devotion to 
both physical and mental perfection. 


Tel Akbir is the last of the northern territories. 
Taken from Ylaruam, the Akbir have assimilated 
long ago. They are a laid back people, and have 
little use for Thyatis' constant warring. 


Thyatis itself is represented by rolling hills and 
verdant farmland. It considers itself an 
extention of its capitol, and is easily the largest 
city on the continent. 


Vyalia elves are content to be left alone, but is 
loyal to Thyatis in exchange for special 
concessions in training its soldiers. The elves 
gladly teach arcane lore for Thyatian gold. 
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Ylaruam 


Government: Monarchy 


Capitol: Ylaruam City 
Language: Ylari 
Size: 54,180 sq. miles 


A deeply religious people, the Ylari honor the 
Immortal Al-Kalim more than all others. Their 
culture and history are inescapably wrapped 
around his teachings. Ylaruam is also a land 
divided, as his teachings have split the nation in 
a theological debate on how to interpret his 
teachings. The Preceptors favor a more modern 
interpretation, and strive to bring Ylaruam in 
line with its neighbors. The Kin believe in a 
more conservative interpretation, and believe 
outsiders need to be treated with hostility and 


removed from the nation. 


Ylaruam right now is in the process of 
modernizing its culture, switching from a 
nomadic lifestyle to that of a urban culture is 
still a bit of a shock to most Ylari. Many of the 
people refuse to settle down, and keep to their 
traditional lifestyles. 


Emirates 


Alasiya is the home of the capitol city of 
Ylaruam City. Alasiya is the most urban of all of 
the provinces, thought it does have a large share 
of nomads as well. The natives here pride 
themselves on thier haggling skills. 


Abbashan is generally hostile towards 
foreigners. The emir is trying desperately to 
change that, as Abbashan is being left behind 
economically by the other provinces. Until 
something changes, Abbashan will remain poor. 


Nithia is by far the poorest emirate in Ylaruam. 
Here the land seems infertile, the people reject 
the words of Al-Kalim and the leaders are little 
more than bandit lords. There is a strong and 
illegal trade smuggling out artifacts. 


Makistan is the breadbasket of Ylaruam. The 
soil is rich and the crops are plentiful here. The 
Makistani are much more laid back than their 
countrymen, they refrain from the aggressive 
haggling their nation is famous for. 


Nicostenia is where most of Ylaruam's goods 
leave for other lands. The emirate is dotted with 
trading towns up and down its coast. It also has 
the largest forests in Ylaruam, but even then 
their quality is poor compared to other nations. 


Dythestenia is largely unpopulated except for 
its capitol of Cresiphon. The emirate is 
populated mainly by nomads, and the entire 
region is infested with monsters. The emirate 
has resorted to sellswords to solve its problems. 
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Cities of Mystara 


Alfheim Town set up in the in the middle of the 
Canolbairth forest as a trading outpost, this 
unofficial capitol of Alfheim is what most people 
see when they visit the elven kingdom. While 
little governing is done here, this is where other 
nations set up their embassies. 


City of Stars is the largest city of the Shadow 
Elves. Unknown to outsiders, the entire city is 
built in a pocket of reverse gravity on the roof of 
a cavern. Surrounded by hostile environments 
and creatures, it is a testament to the Shadow 
Elves will to survive. 


Darokin City is the largest trade city on the 
mainland. Home to the Merchant's Guild Hall, 
there is nothing you cannot buy in Darokin City. 
The largest financiers also reside here, making 
this city an unrivaled economic powerhouse. 


Dengar is two cities in one. On the surface is 
where the dwarves meet with other races. But 
below ground is where everything happens. 
Built by dwarves for dwarves just the size of it 
makes it intimidating for other races. 


Glantri City is the heart of fractious Glantri, 
comprised of canals for streets and bickering 
wizards for citizens. Magic is the norm here, 
where even the most mundane tasks are 
accomplished through sorcery. 


Ierendi is the scenic capitol of the island nation 
of the same name. Like the nation around it, it 
is a scenic marvel filled with resorts and 
entertainments. Everything happens at a 
leisurely pace, exactly as its people like it. 


Minrothad is the nautical trading powerhouse. 
Set in a caldera, its protected position allowed it 
to flourish as a trading port. The city is filled 
with shops of all types, and it is one of the 
largest shipbuilders in the Known World. 


Norvikk is the pride of Vestland. It represents 
the nation's attempt to become a modern state. 
Now merchants have replaced warriors as the 
most common sight, and new buildings are 
being erected on a regular basis. 


Serraine is rarely seen but often talked about. 
A magical flying city built by the Sky Gnomes, it 
travels the continent engaging in mad 
experiments and trading exotic materials with 
the nations below them. 


Shireton is the heart of hin culture. Here you 
you find a city with little bustle, no great 
intrigues and a people who are content with 
life. Most find the spread out city boring, but 
the hin would not have it any other way. 


Soderfjord is a poor town, reflecting it's nations 
fortunes. It is a sprawling mess of poorly 
constructed buildings with little organization. 
Its reputation for being a dangerous place after 
dark is very well deserved. 


Specularum is the capitol of Karameikos. It isa 
blending of two cities and peoples. The older 
Traladaran culture is slowly being replaced by 
the newer Thyatian settlers. It is a fascinating 
place to watch the cultures clash and merge. 


Thyatis City is the largest city on the mainland 
and is the busiest as well. Everything in Thyatis 
is bigger, from the slums to the mansions. 
Constantly in motion, there is nothing and no 
one you cannot find here. 


Sundsvall is the magical capitol of Alphatia. 
Here the marvelous is mundane, as skyships fill 
the air. Buildings float above the ground, 
reachable only with magic. It is a city built by 
wizards for wizards. 


Ylaruam is a relatively new city compared to 
the world. Built by Al-Kalim, Ylaruam is an 
oddity of a nomadic culture in a long term 
settlement. Famed for its markets and temples, 
it is not often friendly to outsiders. 


Zeaburg, the capitol of Ostland is comprised of 
very rich nobles and very poor peasants. The 
city is more of a place for the army to camp than 
for people to live. Only the presence of the King 
and his court keeps the city from being 
impoverished. 


22 


mu” il 
c 


Centers of Learning 


College of Wizardry is not as impressive as it Terendi Public School is where the islanders go 


sounds. Shadow elf shaman do not allow for a basic education. It is the only public school 
wizards any formal education, this small school for the entire nation, but more than adequate for 
in the City of Stars is in the back of a magic the nation's population. 

supply shop. Mealidor Library Tree is an actual tree, filled 
Collegium Arcanum is the official school of with scrolls and books dating back thousands of 
magic in Thyatis. While not as impressive as years. Exclusive to Clan Mealidor, few outside 
others of its type, it is still one of the largest. elves and even fewer humans are allowed entry. 
Darokin Diplomatic Corps runs a series of School of Art in Ierendi is the largest bardic 


colleges to teach its new officers how to negotiate school in the Known World. While it teaches 
with outsiders. It focuses heavily onlanguages, other arts, it is the main source for classically 


business, and foreign culture. It also teaches trained bards. Painters, writers and sculptors 
Merchant Princes spells related to finance. also flock to the school as well. 
Edrecort's Academy of Thaumaturgical Thyatis Great Library is the largest collection of 


Science is an Alphatian run schoolin Alfheim books and scrolls known. While not a magical 
City. It is run as a service by its master who splitsschool, all things mundane and historical can be 
his time between his apprentices and diplomacy. learned here. It is open to the nobles of Thyatis 


Great Library of Serraine is the greatest and those with enough coin to-gain entry. 


repository of knowledge in the world. Notjust Tutorial Guild is the largest school in Minrothad. 
tomes, but magical fonts of memories, and While it teaches many nautical trades, it is most 
illusions of historical events. While expansive, famous for being the source of many Merchant 
their undead librarian is a bit wary of visitors. Prince spells related to nautical trade. 


Great School of Magic in Glantri City is possibly University of Sundsvall at twenty city blocks is 


the most famous school in the Known World. the unquestionably the largest university known. 
Filled with wizards of all sorts, from apprentices Every wizard in Alphatia receives their training 
to archmages, with rumors of hidden lore here, with entire wings devoted to magical 
everywhere. research. 
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Locations of Ill Repute 


Itheldown Castle in the middle of Lake 
Amsorak, is a cursed place. None in Darokin 
know what caused the keep to twist and bend, 
but all there heard the screams from within. 


Black Eagle Barony at the western edge of 
Karameikos is home of Fort Doom. There Baron 
von Hendricks terrorizes all that live in his 
domain with the help of the evil wizard Bargle. 


Blackheart in the middle of Alphatia is a place 
where wizards gather to perform dark 
experiments. Nothing is forbidden here, and 
magics of the worst sort are commonplace. 


The Broken Lands are an area of badlands 
bordering Darokin and Glantri. Here the orc 
king Thar plots what to do with his vast legions 
of evil humanoids. 


Hattias in the Empire of Thyatis is known for 
their fanatical hatred of outsiders. Believing 
themselves to be superior to all others, Hattians 
plot to bring the lesser races under their rule. 


Honor Island is one of the two forbidden 
islands in Ierendi. Home to the enigmatic fire 
wizards, they turn away all visitors and enforce 
their isolation with their unsinkable fire ships. 


The Land of Black Sand in Ethengar is a cursed 
place. Nothing grows there, no animals cross 
the blackened desert. When the wind blows 
strong from there, madness follows in its wake. 


Malpheggi Swamp between Darokin and the 
Shires is a fetid marsh home to countless 
monsters and unspeakable horrors. Rumored to 
be the source of a great curse from long ago. 


Thornbrush in Alfheim is Bad Magic Spot 
where the plants grow gnarled and blackened. 
Monsters spontaneously appear here and a 
constant vigil must always be kept. 


White Island is the other forbidden island of 
Ierendi. Home to insane monks and white apes, 
the island causes madness to all that land there. 
No one knows the cause, or how to stop it. 
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Crimes and Punish 


Assault | Inciting | Fraud | Murder 
Riot 


Fine 
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Public 
Flogging 


Fine or 
Conscript 


Public 
Flogging 


Fine 


Slavery 


Not a Crime 


Maiming 


Up to 3 
years 


Up to 1 year 


Beating or 
Conscript 


1 month up 
to death 


Fine or 
Conscript 


Censure or 
death 


Fine 


Public 
Flogging 


Up to 4 
years 
Up to 6 
months 
Pilloried 


Fine 


Fine or 
Death 


Exile or 
Death 


Censure 


Quest or 
death 
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Up to 30 
years 


1 year up to 
death 
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Up to 4 
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years 


Up to 20 
years 
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Death 


Life, Exile or 
Death 


Beating or 
Death 


Public 
Flogging 


Public 
Flogging 


1 month up 
to death 


Public 
Flogging 


Censure 


Death or 
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Censure 


Fine or 
Slavery 


Up to ten 
years 

Up to 4 
years 

Up to 6 
years 
Flogging 


Slavery or 
Beating 


Beating or 
death 


1 month up 
to death 


Public 
Flogging 
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Slander Tax Theft 
Evasion 


Fine or 
Slavery 
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Up to 4 
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Treason 


Death or 
Cursed 


Exile or 
Death 


Quest or Quest or 
Death Death 
Sex Death 
Change 
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1 year up 
to death 
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Mystara Calendar 


Nuwmont PUT LUPA 


1 -.- Belovv 2 7: .— 


10 Ylaruam 14 Glantri NN 
Ashura' Shi'a Break 


1 Nuwmont- Various New Years, Glantri Good Sprite Day 


Vatermont (Amphimir) 


10 Minrothad 11 iz 13 14 
Feast of the 
Silver Purge 
15 Alphatia 18 Glantri 21 Pearl Islands 
Closing Day Monsters Fair The Drovvning 
22 23 Darokin 28 Alphatia 
Chancellor"s Extra Day 
Day 


1 Vatermont- Alphatia Nevv Year, Ethengar VVinter Festival 
7 Vatermont- Alphatia Land Fall Day, Ethengar Day of the Golden Khan 


sun sud 


1 See Belovv 7Alphatia 
Landfall a 
10 Glantri 
Spring Break 


15 See — 17 Rockhome 
Caravan Day 
25 Glantri 28 Karameikos 
Arcanum Day ofthe Dead 
1 Thaumont- First Day of Spring, Ylaruam Independence Day, Shadow Elves Discovery Day, lerendi 
Rebirth 


15 Thaumont- Alphatia Opening Day, Ethengar White Horse Ceremony 
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Flaurmont s adi 


1 Various Day of | 2 3 Glantri 7 Rockhome 
Adulthood Parliament Day Arrangement 


10 Minrothad 13 Alphatia 
i, ON Prince Eriadna's 
Birthday 


15 Ethengar Day | 16 Shires First 20 7: 21 FE 
of Blessings Flovvering Parade 7: FE Ball 
22 Thyatis 

Emperor"s 

Birthday 


16 Flaurmont- Shires First Flovvering, Ethengar Day of Partings 


Yarthmont (Sudmir) 
1 Alphatia Day 2 3 4 5 7 
of Magic 
12 Ylaruam 14 Glantri 
Mawlid an Nabi Gondola Games 
15 See E.ə 21 Rockhome 
Cleric"s Forum 
27 Minrothad 
Minrothad Day 


15 Yarthmont- Alphatia Hovvling Day, Ethengar Day of Birth Blessings 


Klarmont ( də 


1 See Below 7 Rockhome 
VVeddings Day 
12 Shadow Elves | 13 
The Rejection 


22 Shires 23 24 25 26 27 See Below 28 See below 
Unsheathing 


1 Klarmont- First Day of Summer, Ierendi Freedom day and Crown Tourney, Karameikos Day of the 
Straw Men, Alfheim Ilsundal Day, Soderfjord Thing 


15 Klarmont- Thyatis Days of the Hoof, Glantri Night of the Red Moon, Ylaruam Laylat Al-Baraa 
27 Klarmont- Ylaruam Lailat al Miraj, Minrothad Minroth Day 


28 Klarmont- Glantri, Karameikos Night of Fire 
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Felmont (Islamir) 


Lunadain | Gromdain 1 Tserdain | Moldain | Nytdain | Loshdain | Soladain 
1 Karameikos 2 3 4 5 6 Hattias Vanya's | 7 
Beast's Day Dance 


15 See Below 16 Rockhome 17 
Battle of Sardal 
Pass 
22 23 25 Glantri 27 See Below 28 Minrothad 
Beggar's Hope Day of Silence 


1 Felmont- Karameikos Beast Day, Ierendi The Rebirth 


14 Felmont- Glantri Feria de Toros, Shadow Elves Cornerstone Day 


15 Felmont- Thyatis Days of Valerias, Alphatia Doggerel Days, Shires High Summer, Ethengar 
Gathering 


27 Felmont- Ylaruam Lailat al Qadr, Minrothad All's Reckless Day 


zərə see See 


2 | Darokin 18 Darokin Day | 


15 ecd 
Vyonnese 
Carnival 


22 Ethengar 23 
Great Horse Fair 


1 Fyrmont- Shires Day of Heroes, Ylaruam 'Id al Fitr 


Ambyrmont (Cyrpimir) 


1 See Below 2 Ierendi 3 Rockhome 
Celebration of Showing day 
the Sea 


17 Shadow 
ae se 


27 Minrothad 
Bask Day 


1 Ambyrmont- First Day of Fall, Shires Fast and Feast, Ethengar First Day of Riding 
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ira (Hastmir) 


bb hl Hem Pb 


8 See Belovv 13 Shadow Elves | 14 Glantri 
Tarasfir Birthday | Raising of the 


15 Darokin Great 
Reckoning 


22 23 Ethengar Day | 24 Ethengar Day 28 Karameikos 
of Counting of Naming Stefan's Birthday 


6 Sviftmont- Glantri Best Wishes of Krondahar, Ethengar New Year 


8 Sviftmont- Thyatis Vanya's Day, Alphatia Start of Wine Festival 


Eirmont (Eimir) 
1 Ethengar 2 3 4 5 Glantri 6 Darokin 
Cretia's Day Necromantia Harvest Day 


15 Ethengar 
Night of Spirits 


i) 
i) 


22 Eirmont- Five Shires The Reaping, Thyatis Protius' Day 


Kaldmont (Burymir) 


3 Ierendi, Days 5 7 
of Right 


13 14 Glantri Ice 
Games 
23 Minrothad 24 25 26 27 See Below 28 2£. Bells 
Midvvinter of Fate 
Festival 


15 Kaldmont- Thyatis Footman"s Games, Glantri Boldavian Procession, Ethengar Blessing of Golden 
Khan 


27 Kaldmont- Glantri Alexander Day, Ethengar Day of Lavv 


28 Kaldmont- End of Year, Glantri Bells of Fate, Northern Reaches Loki Day, Minrothad Midvvinter 
Festival 


1 First Day of 
VVinter 


15 See Belovv 


işə) 
işə) 
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Ethengar 
Amai 
Hiskmai 
Yalmai 
Haimai 
Kevamai 
Seimai 
Lingmai 
Tringmai 
Demai 
Chagai* 
Rinpoch 


Komai 


*Indicates start of year. 


Thyatis 
Lunadain 
Gromdain 
Tserdain 
Moldain 
Nytdain 
Loshdain 


Soladain 


Alphatia 


Majhur 
Tijhur 
Wojur 
Thajhur 
Flajhur 
Sejhur 
Lahjur 


Calendars of Other Nations 


Five Shires 
Clabbas* 
Vuuldir 
Maehin 
Odelin 
Gondulrim 
Mithintle 
Goldaun 
Fyrtal 
Aumbyr 
Ssantiir 
Tembiir 


Dauntil 


Rockhome 
Wharlin 
Morlin 
Hralin* 
Hwyrlin 
Styrlin 
Bahrlin 
Buhrlin 
Klintlin 
Birrlin 
Biflin 
Jhyrlin 
Kudlin 


Days of the Week 


Ethengar 
Xingqiri 
Xingqiyi 
Xingqier 
Xingqisi 
Xingqisi 
Xingqivvu 


Xingqiliu 


Five Shires 
Lunadain 
Gromdain 
Tserdain 
Moldain 
Nytdain 
Loshdain 


Soladain 


Ylaruam 


Muharram 


Safar 


Rabi al Avvvval 


Rabi al Thani* 


Jumada'l Awwal 


Jumada'l Thani 


Rajab 

Shaban 

Ramadan 

Shawwal 

Dhu'l-Qadah 

Dhu'l-Hijjah 
Rockhome Ylaruam 
Syhardan Yaum al-ahad 
Thradan Yaum 
Evedan Yaum at-talit 
Dorfdan Yaum al-arba 
Duldan Yaum al-hamis 
Sythdan Yaum 
Fildan Yaum as-sabt 
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Shadow Elves Calendar 


Minrothad Calendar | 


The Minrothad Guilds use the Thyatian calendar 
for trade purposes, but that their own calendar 


The shadow elves divide their year into 14 
months of 24 days each. Each month takes its 


for national date reckoning. They divide their 
year into 11 months of 30 days, each with five 
six-day weeks. To balance the year, they add a 
special six day week to the end. The current 
year is 311 by Minrothad Dating. 


Onmun (Nuwmont 1-Vatermont 2) 
Tomun (Vatermont 3-Thaumont 4) 
Dreimun (Thaumont 5-Flaurmont 6) 
Firmun (Flaurmont 7-Yarthmont 8) 
Birmun (Yarthmont 9-Klarmont 10) 
Sagmun (Klarmont 11-Felmont 12) 
Sebmun (Felmont 13-Fyrmont 14) 
Oxmun (Fyrmont 15-Ambyrmont 16) 
Nomun (Ambyrmont 17-Sviftmont 18) 
Decmun (Sviftmont 19-Eirmont 20) 
Elfmun (Eirmont 21-Kaldmont 22) 
Mitwok (Kaldmont 23-28) 


name from a verse of the Refuge of Stone, an 
important historical text. There are no weeks, 
and days are not named. The shadow elves' 
current year is 2116. 


Gathering (Nuwmont 1-24) 

Name (Nuwmont 25-Vatermont 20) 
Refuge (Vatermont 21-Thaumont 16) 
Shaman (Thaumont 17-Flaurmont 12) 
Crystal (Flaurmont 13-Yarthmont 8) 
Birth (Yarthmont 9-Klarmont 4) 
Wanderers (Klarmont 4-28) 

Temple (Felmont 1-24) 

Food (Felmont 25-Fyrmont 20) 

Days (Fyrmont 21-Ambyrmont 16) 
Army (Ambyrmont 17-Sviftmont 12) 
King (Sviftmont 13-Eirmont 8) 
Others (Eirmont 9-Kaldmont 4) 
Bounty (Kaldmont 5-28) 
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Holidays of the Known World 


Alexander Day. Glantrians hold an hour of 
silence then gather looking for a good omen. 


All's Reckless Day. Minrothad celebrates the 
end of tax day with a no holds barred party. 


Ancestor's Day. Alphatians set aside a table 
setting for dead ancestors and visit graves. 


Arcanium. Four day fair in Glantri to learn new 
spells, buy new magic items and mingle. 


Arrangements Day. Dwarves propose marriage 
traditionally on this day. 


Ashura" Shi'a. The Ylari lose their restrained 
nature and cut loose, alcohol is even tolerated. 


Bask Day. A day of laziness, no one in 
Minrothad works. 


Battle of Sardal Pass. Dwarves relive their 
most famous battle with military celebrations. 


Beasts Day. Traladarans dress up in costume to 
remember defeating the beast men of old. 


Beggar's Hope. For one day beggars in Glantri 
are allowed on the city streets legally. 


Bells of Fate. Glantrians ring bells all night to 
ward away even spirits. 


Best Wishes of Krondahar. Native Ethengar in 
Glantri celebrate the new year. 


Birthday of Tarasfir. Shadow elves celebrate 
thier first king with feasts and revels. 


Birthday of Thincol I. Imperial family hosts 
games and parades and throw coins to the poor. 


Blessing of the Golden Khan. The Ethengar 
host games at the winter camp of their khan. 


Boldavian Procession. Peasants march the 
streets till dawn holding torches and garlic. 


Caravan Day. Caravans leave Rockhome, those 
left behind feast and toast the merchants. 


Celebration of the Sea. Ierendi tie their boats 
together into a flotilla to host a massive party. 


Chancellor's Day. Working holiday in 
celebration of Darokin's first Chancellor. 


Clerics Forum. Priests of Kagyar meet to 
discuss problems and changes to their order. 


Closing Day. Alphatians schools close, and the 
children return home. 


Cretia's Day. Ethengar play harmless pranks on 
each other all day. 
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Darokin Day. Darokin closes all shops and 
celebrates the birthday of its founder. 


Darokin Masked Ball. Annual ball is held in the 
capitol, with proceeds going to charity. 

Day of Adulthood. Children reaching the age of 
majority are presented as adults. 


Day of Birth Blessings. The shaman pray to the 
White Horse to watch over the birth of the foals. 


Day of Blessings. Tribal khans divide up their 
wealth among their followers. 


Day of Counting. Ethengar count their herds to 
gain favor with the khan. 


Day of Heroes. Hin spend the entire day 
cleaning up war memorials and battlefields. 


Day of Law. Ethengar recite their laws given by 
Tubok, all crime is punishable by death. 


Day of Magic. Alphatia celebrates with magical 
displays for the crowds, most businesses close. 


Day of Naming and Welcoming. Ethengar 
present present children and get engaged. 


Day of Partings. Ethengar tribes split up and go 
their own ways. 


Day of Silence. Silence is mandated in 
Minrothad for one full day under legal penalty. 


Day of the Dead. Traladarans clean their 
houses, then feast merrily at night. 


Day of the Hoof. Kerendas host a week of 
equestrian events. 


Day of the Straw Man. Traladarans burn little 
straw men in effigy to absolve their sins. 


Day of Valerias. Followers of Valerias get 
engaged, marry or otherwise engage in trysts. 


Days of Right. Tradition Ierendi day of 
engagements and marriage. 


Doggerel Days. Alphatian schools celebrate 
drama, music and other arts in a sponsored fair. 


Empress Eriadna's Birthday. Nobles give gifts 
to the Empress or a coin to beggars in her name. 


Feast of the Silver Purge. Minrothaddanss tell 
scary stories and are grateful for good luck. 


Feria de Toros. Belcadiz elves release bulls in 
their streets and run alongside them. 


First Day of Riding. Ethengar children receive 
their first horse. 


First Flowering. Hin gather up seeds to be 
planted in the fall. 


Footman's Games. Week long celebration of 
weaponsmithing and war games. 


Freedom Day/Crown Tourney. Ierendi elects a 
new King and Queen with much fanfare. 


Gondola Games. Gondoliers host mock jousts 
all day, no business is done. 


Good Sprite Day. Glantrians play harmless 
pranks on each other all day. 


Great Horse Fair. For a week Ethengar 
warriors trade horses and shaman convene. 


Harvest Day. Darokinians dress up like 
farmers and celebrate the harvest. 


High Summer. For two weeks the Hin feast and 
perform dramas, burning a dead orc for luck. 


Howling Day. Alphatians run wild, having just 
one huge party. 

Ice Games. Glantri City shuts down for three 
days of winter games and balls. 


Id al Adha. Somber day of remembrance and 
sacrifice to the Immortals. 


"Id al Fitr. A children's holiday of gift giving and 
general merry making. 


Ilsundal Day. Celebrating Ilsundal's ascension, 
each elf tribe holds a different celebration. 


Independence Day. A day of remembrance of 
those martyred driving out foreign invaders. 


King Stefan's Birthday. A day of parades and 
military games, with petty crimes pardoned. 


Lailat al Miraj. Holy day at the temple 
celebrating Al-Kalim's immortality. 
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Lailat al Qadr. Ylari pray at their homes hoping 
to be blessed with good fortune. 


Landfall Day. Solemn celebration of Alphatian 
arrival in new world. 


Laylat Al-Baraa. Dinners are held where past 
slights are forgiven. 


Mawlid an Nabi. Clerics spend the day telling 
crowds about Al-Kalim's teaching. 


Merchant Prince Day. Wizards create magical 
fireworks while parents throw out old clothes. 


Midwinter Festival. Minrothaddanss celebrate 
with gift giving and merry making. 

Minrothad Day. Election day, celebrated with 
regattas and picnics. 


Monsters' Fair. Monsters are paraded through 
Glantri City on the way to the auction block. 


Mustering Day. Shadow Elves take a census and 
perform military demonstrations. 


Necromantia. Klantyre celebrates its fallen 
heroes, cleaning up graves and battlefields. 


New Years. Typically celebrates around the 
continent with gift giving, parades and festivals. 


Night of Fire. Traladarans everywhere go 
looking for lost treasure. 


Night of Spirits. Ethengar fast as the boundary 
between the spirit world weakens for a day. 


Night of the Red Moon. Glantri wizards 
celebrate a red full moon. 


Opening Day. Alphatian universities have their 
first day of class. 


Parade Day. Glantri army marches in parades 
and hosts mock games. 


Parliament Day. Glantri politicians take a day 
off work. 


Protius' Day. Celebrated with clerical rituals 
and quiet feasts. 


Raising the Walls. Glantrian wizards try to one 
up each other creating defenses for their city. 


Showing Day. Dwarves get together to show off 
new wares and discuss new techniques. 


Spring Break. Glantri students cut loose and 
use spells to blow up ice in the canals. 


The Cornerstone. Shadow elves celebrate 
creation of their temple by starting new repairs. 


The Discovery. Shadow elves celebrate 
discovery of their home with songs and food. 


The Drowning. Pearl Islanders launch toy 
canoes with candles to appease the sea. 


The Fast and the Feast. For twelve days hin 
first fast for six days then feast for six days. 


The Gathering. Ethengar celebrate summer by 
decorating camp with garlands. 


The Reaping. Last hin holiday of the year with 
feasting, romance and rest. 


The Rebirth. Week long holiday in Ierendi 
alongside planting of new crops. 


The Rejection. Shadow elves fast to reflect on 
their betrayal by Alfheim. 


The Thing. Soderfjord jarls meet to enact new 
laws and settle old scores. 


The Unsheathing. The Shires remember the 
Thyatian invasion by arming themselves. 


Vanya's Dance. Hattians and Heldannic Knights 
perform ritual dances in full armor. 


Vanya's Day. Thyatis celebrates victory by 
Vanya with good natured duels and feasts. 


Vyonnese Carnival. New Averoigne celebrates 
with bright costumes and loud noises. 


Weddings Day. The most popular day for 
dwarves to marry. 


White Horse Ceremony. Shamans sacrifice a 
white horse to protect herds in the new year. 


Wine Festivals. A week long wine festival with 
conskill checks and tastings. 


Winter Festival. For a week the Ethengar 
compete and feast. 
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Dreaded Creatures of Mystara 


Black Ball or Deadly Sphere is quite possibly the deadliest creature in the multiverse. A 
featureless black orb approximately 5' in diameter, the Black Ball destroys whatever it 
touches. Seemingly bereft of intelligence the creature moves randomly disintegrating 
everything in its path. It's origins and motives are a complete mystery. 


The Brain Collector, or Neh-thalggu in their own tongue, is an abomination from the 
Demiplane of Nightmares. An amorphous body with four yellow orbs for eyes, six crab legs 
and a row of sharp teeth, the Brain Collector is beyond comprehension It exists to kill sentient 
creatures and take their brains. The creature does not seem to even view its victims as alive. 


The Decapus is an arboreal creature known its its ten limbs. Not much more than a torso and 
tentacles ending in sharp hooks, the Decapus lies in ambush above their prey. The creature 
also makes itself at home in abandoned buildings, hanging from the rafters. An aquatic 
version exists, floating with the tide and menacing all it comes across. 


Dragonne are magical creatures with the head of a lion and the body of a gold dragon. Found 
almost anywhere except arctic regions, these solitary hunters are some of the most dominant 
hunters around. Known for their fearsome roar and deadly attack, Dragonne are often sought 
by some knights as mounts. While difficult to tame, they are loyal steeds if captured young. 


Drolems are a cross between a dragon and a flesh golem. Created by only the most powerful 
wizards, Drolems are the height of golem crafting. Extremely powerful, Drolems are immune 
to most magic and magic items. Their one weakness is their lack of intellegence. Living 
dragons hate them with a burning passion, attacking the Drolem without pause. 


Hivebrood represent one of the greatest threats in the Known World. An insectoid race of 
parasites, they infect captured sentient beings and transform them into Hivebrood. If left 
unchecked Hivebrood will competely strip an region of all its population and move on to the 
next area. Hivebrood infestations are often met with a military response. 


Mujina are extremely strong creatures known for their ability to change their face to match 
their victim's appearance. Mujina's own face is smooth and featureless. They often hire out 
as assassins, something they excel at. When the Mujina attacks, it typically shows its true 
form to frighten its target. The Mujina's great strength allows them to wield great swords one 
handed. 


Nuckalavee are disgusting centaur-like creatures. With oversized heads and transparent 
skin, they are dedicated to creating misery where they can. Commonly allied with free willed 
undead, the Nuckalavee are a threat to the very environment they live in. Their mere 
presence kills off native fauna, turning their swamps into a lifeless bog. 


Thouls were a magical combination of a ghoul, hobgoblin and troll. Despite their ghoulish 
origins Thouls are very much alive. While not a numerous race, Thouls are known for being 
hard to kill and are often found hired as bodyguards to hobgoblins and other evil races. 
Thouls make for vicious combatants, due to their ability to paralyze like a ghoul. 
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Coins of the 
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Alphatia Mirror 


Atruaghin 


Five Shires 


Sovereign 


Glantri 
Ierendi 
Karameikos 
Minrothad 
Ostland 
Rockhome 
Soderfjord 
Thyatis 
Vestland 


Ylaruam 


Special Currencies 


Sun (10) 


Glantri's Penny is worth 5cp, the Crown is enchanted platinum worth 10pp. If the enchantment is 


dispelled the coin is only worth 1pp 


Rockhome's Sun is worth 2pp, They have a silver trade coin they use worth 1gp with other nations. 


Ethengar's Tang is multiple stamped coins, each worth 1, 5 or 10 of its respective type. 


Alfheim's Leaf is a gold piece, but is considered collectible and worth more than it's metal content. 
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Factions 


The nations of the Known World are often at 
each others throats. It can be from an 
economic rivalry like Darokin and Minrothad, 
cultural differences such as Rockhome or 
Alfheim, or even outright hatred like 
Ethengar and Glantri. Because of the delicate 
economic and trade structure of the 
continent, open warfare is heavily frowned 
upon by the neutral nations. Much of the 
conflict instead is done by proxy 
organizations, leaving their sponsors with a 
degree of deniability. 


This is just a partial list of some of the smaller 
factions active in Mystara 


Brotherhood of the Radiance. Pro magic 
secret society in Glantri promoting the 
study of unknown magics. 

Elven Liberation Front. Separatist group 
of Elves looking to bring part of Glantri 
under Alfheim control. 

Fire Island Wizards. Reclusive group of 
pyromancers in Ierendi devoted 
themselves to the study of the Elemental 
Plane of Fire. 

Krondar. The duly appointed 
peacekeepers of the Five Shires, their sole 
purpose to keep the nation tranquil. 
Storm Soldiers. The fanatical loyalists to 
the Thyatian region of Hattias. Their one 
desire is to keep their land racially pure. 
The Thorns. Radical Dwarven social 
group that tries to stir up trouble inside of 
Alfheim. 

Veiled Society. Highly organized group of 
extortionists and thugs operating out of 
Karameikos. 


Adventurer's Society 


The Adventurer's Society was created to help 
select the ruling monarchs of Ierendi by 
recruited the best adventurers in the realms. 
In order to qualify to participate, the Society 
requires its members to help the less 
fortunate and keep the forces of evil at bay. 


While headquartered in Ierendi City, 
members of the Society can be found where 
ever they are needed most. Society Halls are 
found anywhere Ierendi has a presence, and 
in most large towns as well. 


The Society is open about its goals, they 
reward their members with increased 
benefits and free passage on ships, in return 
the Society members have to perform quests 
to make the world safer. Each member is 
required to undertake two adventures a 
year without reward to maintain their 
membership. 


Motto. Til All Are Safe 


Beliefs. The Adventurer's Society's beliefs 
can be summarized as follows: 


* The strong must protect the weak. 
* There is no one unworthy of protection. 
* Through sacrifice we become greater. 


Goals. Bring stability throughout the lands. 
Protect Ierendi from all enemies. 


Typical Quests. Drive marauding 
humanoids or brigands from an area. Put 
down undead threats. 


Renown Rank 

K'iai (Sir) 
Naiku (Knight) 
Haku (Lord) 
Keiki (Prince) 


Mö11 (King) 
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Darokin Diplomatic Corps 


One of the most recognizable institutions in 
the Known World, the Diplomatic Corps is 
found in every country known. Dedicated 
to finding peaceful solutions to delicate 
situations, the DDC helps maintain a safe 
environment for Darokin's trade goods. 


The DDC is viewed by many to bea 
partially neutral arbiter for many disputes, 
offering mediators for local disputes for a 
price. If diplomacy fails, the DDC is 
authorized to use force to stabilize a 
situation. 


DDC members are technically employees 
of the nation of Darokin, though they will 
take anyone with talent. The Corps pays 
well, and is quick to defend its members 
from undo harm. 


Motto. We Will Find a Way 


Beliefs. The Darokin Diplomatic Corps 
beliefs can be summarized as follows: 


* Peace is more profitable than conflict. 

* If all else fails, money talks louder than 
words. 

* Sometimes you have to remove the 
obstacle to obtain peace. 


Goals. Lessen international tensions. Keep 
the trade routes open. 


Typical Quests. Settle territorial disputes. 
Remove highwaymen from a trade route. 


Renown Rank 
Copper 
Silver 
Electrum 
Gold 


Platinum 


Heldannic Order 


The Heldannic Order is the militant wing of 
the Church of Vanya. They are devoted to 
stamping out chaos in all its forms. The 
Order is less concerned with good or evil 
than it is about maintaining order. The 
Order despises anarchy, and rather see a 
country be lead by a despot than fall into 
disorder. 


The Heldannic Order is looked on by 
nations with apprehension. While they 
fight against humanoids with fervor, they 
also will attempt to depose weak rulers and 
replace them with strong willed allies. 


The Order recruits those it feels represent 
the lawful nature of the order. Anyone is 
welcome, but followers of Vanya are 
favored. 


Motto. By Vanya's Will 


Beliefs. The Heldannic Order's beliefs can 
be summarized as follows: 


* Only the law matters. 

* Chaos must be replaced with order. 

* Those that cannot lead must be replaced 
by those that can. 


Goals. Maintain law and order. Spread the 
worship of Vanya. 


Typical Quests. Put down an uprising, 
overthrow a weak ruler. Drive out a 
humanoid war party. 


Renown Rank 
Soldat 
Doppelsoldat 
Fahnrich 


Hauptmann 


Oberste 


38 


Iron Ring 


The Iron Ring is one of the most feared 
organizations in the Known World. A 
secretive and deadly group of slavers, they 
will strike anywhere they can. Though 
outlawed in every nation for their brutal 
tactics, they always have a market for their 
product. 


The Iron Ring is more than a simple 
thieves guild, their organization crosses 
borders and involves levels of coordination 
unseen in other similar groups. Often they 
will operate across multiple borders for a 
single operation. 


Members of the Iron Ring are members 
for life. They are not allowed outside work 
without permission, though they will keep 
up appearances to maintain their cover. 
The Iron does however pay extremely well. 


Motto. We Own You, Body and Soul 


Beliefs. The Iron Ring beliefs can be 
summarized as follows: 


* Any one who is not us is meat. 

* If violence doesn't work, you aren't using 
enough of it. 

* Profit is the only measure of success. 


Goals. Keep the slave trade going. Remove 
and obstacle to the trade. 


Typical Quests. Scout a settlement for 
stragglers and weaknesses. Remove rivals 
from your way. 


Renown Rank 
Brute 
Breaker 
Underboss 
Factor 


Overboss 


Ten Thousand Fists of the Khan 


The Fists of the Khan is an organization 
formed in Ethengar to promote the worship 
of the Immortals. Though their primary 
target is the atheistic Glantri, the Fists will 
target anyone who stands against the will of 
the Immortals. 


The Fists of the Khan is organized in a cell 
structure, with each group independent of 
the others and lead by a single Fist. The 
Fists maintain a vast spy network to keep 
others from undermining the will of the 
Immortals. 


A typical Fist member can come from any 
walk of life, all that is required is they must 
be deeply religious. While most Fist 
members worship of of the three patron 
Immortals of Ethengar, worshippers of 
other Immortals are not uncommon. 


Motto. The Immortals Will It 


Beliefs. The Ten Thousand Fists of the 
Khan's beliefs can be summarized as 
follows: 


* Trust the Immortals in All Things. 

* Disbelievers must be made to believe. 

* The more brought to see the truth the 
better. 


Goals. Spread the Worship of the 
Immortals. Work to counter Glantri. 


Typical Quests. Set up a church in a new 
area. Convert the masses to be devout. 


Renown Rank 
Khoobarak 
Gelung 
Getsul 
Bandee 


Lama 
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Races of Mystara 


Dwarven Subrace 


Dwarves in the Known World are separated 
between the dwarves that live deep 
underground in Rockhome and those that live 
above ground in various human cities. Mystara 
dwarves are highly resistant to magic, an ability 
given to them by the immortal Kagyar. This gift 
however leaves them without the ability to use 
arcane magic. The Mystara subrace replaces 
both the hill and mountain dwarf subraces. 


Mystara Dwarf 


Ability Score Increase. Your Strength score is 
increased by 1. 


Dwarven Resistance. You have advantage on 
all saving throws versus magic. 


Restricted Classes. You cannot take the bard, 
wizard, or sorcerer classes. 


Elven Subraces 


Elves in Mystara are greatly varied, being from 
two different origins. The Southern elves 
emigrated from Evergrun before the Great Rain 
of Fire. The shadow elves traveled 
underground to escape the disaster and settled 
in large caverns underneath the continent. 
Another group of elves, the Belcadiz came from 
another land far over the ocean. They are 
further broken down by where they settled. 
There are no Drow in Mystara, sylvan and high 


elves have different names in Mystara. 
All Elves in Mystara lose the Trance ability. 
Sylvan Elves 


Located in Alfheim, Glantri and Karameikos 
mainly, Sylvan elves are by far the most 
numerous. Sylvan elf males tend to grow long 
white beards late in life. They use the default 
Wood Elf Subrace. 


Belcadiz Elves 


Located exclusively in Glantri, Belcadiz are 
known for their fiery passions and extravagant 
clothing. Their men are noted for sporting 
short thin beards. Belcadiz elves are shorter 
than normal elves, and possess darker skin and 
almost always black hair, though brown and 
rarely red hair can be found. Belcadiz Elves 
use the High Elf Subrace with one variance. 


Belcadiz Weapon Training. You have 
proficiency with the rapier, short sword, short 
bow and longbow. 


Shadow Elves 


As a shadow elf you have lived your life 
underground waiting for the return of your 
people to the surface. Your people was split off 
from the rest of your race in the Great Rain of 
Fire and have spent thousands of years 
underground not knowing what was left of the 
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surface world. You come from a deeply 
religious people who are just now discovering 
there are entire civilizations above you. 


Shadow elves are known for their pale skin and 
light hair. Their ears are larger than other 
elves, it is a giveaway in the company of others 
of their type. 


Ability Score Increase: Your Wisdom score is 
increased by 1. 


Bonus Proficiency: You are proficient in the 
Religion skill. 


Elf Weapon Training: You have proficiency 
with the long sword, short sword, crossbow and 
spear. 


Superior Dark Vision: You can see in dark or 
twilight conditions up to ninety feet as if they 
were bright daylight. 


Sea Elves 


The sea elves are a tribe of elves native to the 
Minrothad Guilds. They are known for their 
uncanny sense of direction, ingrained from 
years at sea. They are an adventurous people, 
spending more of their time at sea than on land. 
There is some minor distrust among sylvan 
elves for a resemblance to shadow elves, but the 
similarity is purely coincidental. 


Ability Score Increase: Your Intelligence score 
raises by 1. 


Elf Weapon Training: You have proficiency 
with the long sword, rapier, long bow and 
trident. 


Bonus Tool Proficiency: You are proficient with 
vehicles (water). 


Sense of Direction: You gain advantage on all 
Wisdom (Survival) tests you make for 
navigation. 


Vyalia Elves 


Located in Thyatis and Karameikos, the 
reclusive Vyalia are expert foresters, known for 
their ability to disappear into the forest without 
a trace. While they keep to themselves mostly, 
the Empire of Thyatis has contracted them on 
multiple occasions to teach the way of the 
eldritch knight to human soldiers. The Vyalia 
otherwise stay by themselves, and are remote 
enough that the countries they live in leave 
them alone. 


Ability Score Increase: Your Intelligence score 
raises by 1. 


Bonus Proficiency. You have proficiency with 
the Nature skill. 


Hidden Trails: You can cast pass without trace 
once using this trait. You regain the ability to do 
so after a short rest. 


Halfling Subrace 


The hin of Mystara are a stout and proud race. 
They value freedom and family more than 
anything else. Frequently attacked in the past, 
the hin have become known for their stealth. 
Located primarily in the Five Shires, with a 
large presence in Minrothad, the hin are on 
friendly terms most nations and races save 
Glantri. They do possess on occasion the ability 
to counter magic, based entirely on their 
relationship with the land of the Shires. The 
Hin subrace replaces both the Stout and 
Lightfoot subraces. 


Hin 
Ability Score Increase. Your Constitution score 
is increased by 1. 


Unobtrusive. You have proficiency in the 
Stealth Skill. 


Gnomes 


Gnomes are the only major demihuman race 
without a homeland in the Known World. They 
do possess a giant flying city known as Serraine, 
but the majority of them live in settlements in 
the human and dwarven kingdoms. While not 
known for being the adventuring type, some 
gnomes do set off to see the world. 


Hill gnomes: Use forest gnome subrace 
Sky gnomes: Use rock gnome subrace 
Half Races 


In Mystara there are no half races. In the case 
of a mixed couple, the race of the child is the 
race of the same sex parent. Humans and 
demihumans can interbreed, as can humans 
and orcs. Some races need magical assistance to 
have children though, like humans and hin. 


Mystara does not have tieflings, aasimar or 
dragonkin. Half elves and half orcs take on 
the race of a parent, but can still have 
children of the other race. 
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Human Ethnicities 


Alasiyans are the smaller of the major 
ethnicities of Ylaruam, and are also present in 
territories held by Thyatis. They are considered 
a good natured people, merging the cultures of 
Thyatis and Ylaruam. They prefer dialogue to 
violence, and have adjusted their traditional 
garb for fashion and practicality over religious 


reasons. They possess dusky skin and dark hair. 


Their native language is Thyatian. 


Alphatians are found in the Empire of Alphatia. 


Extremely magical, their land is ruled by 
wizards. They have two distinct ethnic make 
ups, the commoners have coppery colored skin 
and hair ranging from red to black. Noble 
Alphatians have black hair and blue toned skin. 
Native language is Alphatian 


Atruaghin are native to the plateau of the same 
name. They are an isolated people and behind 
other nations in terms of technology. They have 
reddish skin and black hair. Native language is 
Atruaghin 


Averoigne are found in Glantri. They are from 
another world resembling that of France. They 
have been plagued by lycanthropy in the past, 
and their nobles are known for being very 
eccentric. They tend to have fair skin and 
blonde to brown hair. Native language is 
Thyatian. 


Darokin is a mixed race from all the various 
peoples that have come to live in the country of 
the same name. They are a wealthy and 
industrious people, built on trade. They tend to 
have tan skin and dark hair. Native language is 
Darokinian. 


Ethengar are proud warriors of the steppes on 
the Sea of Grass. They are nomadic and family 
oriented. It it said they learned to ride before 
they learned to walk. Ethengar have dark 
copper toned skin and black hair and tend to be 
of aslight build. Native Language is Ethengar. 


Flaemish were the original settlers of Glantri, 
originally from Alphatia. They are a volatile 
people, descendants of the fire worshipers of 
old. Many feel they are the rightful rulers of 
Glantri. Flaemish have copper toned skin and 
bright red hair. Native language is Alphatian. 


Hattians are from an island off the coast of 
Thyatis. They were once an equal part of the 
empire until an ill fated revolt caused them to 
be conquered again. They are known for their 
racism and superiority complex. They tend to 
have olive skin and hair ranging from light to 
dark. The native language is Thyatian. 


Heldannic Freeholders come from the lands to 
the far north. They are fiercely independent to 
the point of being disorganized. They have 
resisted attempts at conquest by Ethengar and 
Ostland, and refused to be assimiliated by the 
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other Northern nations. Freeholders have fair 
hair and pale skin. Their native language is 
Heldan. 


Hinterlanders relish life, whether they are 
fighting or carousing. Their lands are at war 
with the Thyatian Empire, though some of them 
have changed sides. Hinterlanders value 
individual achievement over all else. 
Hinterlanders tend to be larger than others, 
with fair skin and hair that ranges from light to 
red. Native language is Thyatian. 


Jennites from Esterhold are a conquered 
people. Overrun by Alphatia and used for slave 
labor the Jennites look to escape their wizard 
overlords. Jennite are of average height but 
large build. They have dark brown skin, with 
dark eyes. Native language is Alphatian. 


Klantyre are found in Glantri. They were 
brought over by the people that brought over 


the Averoigne, from a land resembling Scotland. 


They tend to be a haunted people with a large 
number of ghosts in their region. Klantyre tend 
to be larger that normal humans, with pale skin 
and brown to red hair. Native language is 
Thyatian 


Makai are the native islanders to Ierendi. 
Playful in times of peace, fearsome in times of 
war, the Makai never do something halfway. 
They are a simple people, living off the vast 
bounty the isles have to offer. Their skin tone is 
typically bronze, with straight or extremely 
curly black hair. Native language is Makai. 


Makistani are the largest ethnic group in 
Ylaruam. A deeply religious people, they are 
considered stern and unforgiving by other 
cultures. They were largely nomadic until 
recently, when they began to form cities. They 
hold honor above all, and have strict sex roles. 
Makistani have brown skin and black hair and 
tend to have a lot of body hair. Their native 
language is Ylari. 


Thothians come from the Isle of Dawn, unlike 


other people native to the island, Thothians 
have dark skin and hair. Though they share the 
same language as the reclusive Nithians of 
Ylaruam, their culture is vastly different. Native 
language is Nithian. 


Northmen comprise the population of Ostland, 
Vestland and Soderfjord. They are a rugged 
people, living in a harsh land. They are of a 
large build, with fair hair and heavy beards. 
Native language is Heldan. 


Nuari are dark skinned peoples from the Pearl 
Islands. Conquered by Thyatis at the start of the 
Empire, they have acclimated with the Empire 
while keeping their own culture. Nuari strive 
for perfection no matter their task, they strive to 
be great warriors and scholars. Nuari have 
almost coal black eyes and black hair. Native 
language is Thyatian. 


Ochaleans are a conquered people in the 
Empire of Thyatis. They are exotic compared to 
the rest of the Empire, with yellow skin and 
dark hair. Ochaleans are known for their 
artistry, food and their unarmed fighting styles. 
Native language is Thyatian. 


Thyatians are the majority in the Thyatian 
empire, and have spread throughout the known 
world. They are found in neighboring countries 
and as far away as Ostland and Glantri. They 
are known for their treacherous politics. 
Thyatians have a light olive skin tone and light 
to dark brown hair. They are known for their 
large noses. Native language is Thyatian, which 
is considered Common for most of the Known 
World. 


Traladarans are native to what is now the 
Grand Duchy of Karameikos. They are a 
superstitious people, living in a land plagued by 
undead, invasions, and monsters. They tend to 
dress brightly when they can afford it. Their 
tastes run simple, valuing function over form. 
Their hair tends to be dark and their skin pale. 
They are shorter than other nationalities. Their 


native tongue is Traladaran. 
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There is no glory to be had alone cub, true glory 
comes from the pack. Together we hunt, together 
we prosper. All lupin know their roles, from the 
our swiftest scouts to our strongest warriors to 
our wiliest trackers. You cannot fault another for 
being bigger, nor can he fault you for being small 
of frame. Remember you can rely on his strength 
to aid you as much as he must rely on your speed 
to aid him. Differences are only weaknesses if 
you do not work towards the same goal. 
Together we are stronger than alone. That is the 
way of the lupin. 


-Horr the Scarred, lupin elder 


Lupin 


A fierce and nomadic people, the noble lupin 
travel the wilderness in family packs following 
the herds they hunt. A friendly people, lupin 
get along with humans and demihumans, 
though the canine race prefer open spaces to 
crowded cities. Lupin are the natural foe of 
werewolves, hunting them without mercy when 
found. 


Stout and Rugged 


Lupin are covered head to toe in fur, though the 
fur can be short to the point of barely covering 
the skin, to thick and shaggy for the northern 
tribes. The heavier coated lupin for obvious 
reasons avoid heavy armor. They tend to travel 
light, and don't carry a lot of possessions. 

Excess equipment is given to the pack to be used 
as needed. 


Lupin value loyalty more than other races. 
They are pack creatures, to them the family is 
all important. A lone lupin that is an outcast or 
a sole survivor of his pack can go mad from 
loneliness. Lupin such as these tend to become 
adventurers to form a new pack, and are 
fiercely loyal to their new found family. 


Loyal to a Fault 


Lupin packs are well known and welcomed in 
most nations of the Known World. They live off 
of the land, trading for what they need with the 
furs and food they gather in their travels. While 
they are not allied with any nation, lupin will 
not think twice about protecting innocents 
under attack. The lupin packs are not 
associated with each other, but when they meet 
it is a time of celebration. Many betrothals are 
created this way to keep the pack's blood fresh. 
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Lupin can be approached by various 
communities for trade, assistance or to hire out 
as mercenaries as needed. Often if a town is 
beset by werewolves lupin will descend to root 
out their hated enemy. While they are welcome 
in most parts, lupin are nomads and seldom 
stay for long. When they come to any area with 
ample game, they will set up a temporary 
village to allow them to hunt for longer periods 
of time. 


Lone Wolves 


Lupin often become adventurers when they 
have left a pack for what ever reason. Some 
cubs grow enamored of the world and wish to 
see more than what following their pack can 
offer. Others are exiled for some unspoken 
crime, and others are the only survivors of some 
great catastrophe. Regardless of the reason, the 
lupin bond with their fellow adventurers like 
family. 


Lupin Traits 


Ability Score Increase. Your Constitution score 
increases by 2. 


Age: Lupin reach maturity quickly, around 10 
years old. They live on average about 90 years. 


Alignment: Most lupin are lawful in nature, and 
most are good as well. 


Size: Lupin average 5'5. They average 180lbs 
fully grown. Your size is medium. 


Speed: Your base speed is 30 feet. 


Languages: You can speak, read and write 
Common and Lupin. 


Darkvision: You can see in the dark 60'. 


Keen Senses: You gain proficiency in the 
Perception skill. 


Werewolf Animosity: You automatically know 
if someone is a werewolf when looking at them, 
even if they are in human form. Lupins are 
immune to the Curse of Lycanthropy. 


Bull Lupin 


The hardiest of the lupin, the bull varieties are 
known for their strength and courage. 
Considered the best warriors of the breed, the 
bull lupin are often found looking for trouble 
when the pack arrives at a new hunting ground. 
When the hound lupin find werewolves, the 
bull lupin are the first to go in. 


Ability Score Increase. Your Strength 
increases by 1. 


Built for Fighting. You gain proficiency in the 
Intimidation skill. 


Hound Lupin 


The scouts of the lupin, hound lupin are 
responsible for hunting down game and finding 
new places to hunt. Their sense of smell is 
legendary, and they are feared for the their 
tenacity when they detect a foe. 


Ability Score Increase. Your Wisdom 
increases by 1. 


Heightened Sense of Smell: You have 
advantage on all Perception skill checks using 
smell. 


Hunter Lupin 


One of the most numerous types of lupin, the 
hunter lupin are smaller than other lupin, but 
make up for it by being much more agile. 
Skilled wolf riders and known for their archery 
skills, they form most of the lupin outriders on 
the hunt. 


Ability Score Increase. Your Dexterity 
increases by 1. 


Wolf Rider. You are always treated as having a 
saddle when riding a wolf or other canine. 
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Despite what you think I'm not a normally a 
burglar. But if you want me in on your little 
heist, I want double. Plus I get first pick of the 
loot and top billing on the wanted poster if the 
guard starts looking for us. 


Neulla Marta- Acquisitions Specialist 


Rakasta 


Rakasta are a race of nomadic feline humanoids 
that are found on the Isle of Dread and in parts 
of Thyatis. They are a warlike race, priding 
themselves on their martial skills. They are also 
known for their artistic nature, with their 
pottery and art being quite collectible among 
the nobles of various human kingdoms. Rakasta 
travel in family groups, always looking for new 
prey. They are valued as trading partners 
among the Darokin and Minrothad merchant 
princes. 


Lithe and Agile 


Rakasta are as varied as lupin, but all rakasta 
share an almost unnatural grace. They are 
extremely varied in size, from around 5' for the 
domestic rakasta to almost 7' tall for the greater 
rakasta. Likewise their weight can be anywhere 
from 90lbs for the lither versions, to almost 
5001bs for the largest greater rakasta. 


Rakasta appear as furry humanoids with feline 
heads. The smaller rakasta appear to have 
heads of common house cats, where the largest 
of rakasta have heads resembling lions or tigers. 
Their coats can be any variety of colors, though 
the greater rakasta often have coats similar to 
tigers or leopards. 


Fickle Creatures 


Rakasta travel in family groups usually. They 
are not tied down to the family group, but owe 
allegiance to their chief. Many of the rakasta 
seek glory on the battlefield, when their chief 
does not provide them with enough glory they 
will challenge the chief or seek it for 
themselves. 


Rakasta are known for their fine craftsmanship, 
when they are not at war they turn to making 
high quality works of art. Many merchants seek 
them out for trade, bringing weapons in 
exchange for valuable furs, jewelry and 
tapestries. Rakasta prefer to trade rather than 
steal, there is no honor for them in robbery. 


Highly Adaptable 


Rakasta are found almost everywhere in the 
Known World. Though not the most numerous 
of races, there are few places on the continent 
they have not traveled. Rakasta prefer wide 
open spaces like the Isle of Dread, but they are 
not a rare site in major cities either. The 
rakasta on the mainland tend to stay in the 
wilderness following the game animals. 
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Many rakasta have adapted to the various 
environments. The solitary greater rakasta tend 
to be loners, and can be found in higher 
mountains or deep forests instead of with packs. 
Some rakasta fall in love with the bustle of the 
city and the fact many find them exotic and 
instead reside in the great metropolises in 
Glantri or Thyatis. 


Highly Curious 


Rakasta are well known for their curiosity, and 
its ability to lead them into trouble. Many 
rakasta grow tired of the pack life and seek out 
new friends to take them to more interesting 
places. While many rakasta return, some 
become devoted to the adventuring life and 
never settle down at all. 


Rakasta Abilities 


Ability Score Increase. Your Dexterity score 
increases by 2. 


Age. Rakasta reach maturity around 12 years 
old. They live on average 90 years. 


Alignment: Most rakasta are neutral in 
alignment. 


Size. Rakasta are from 6-7' tall, and weigh from 
90 to 500 Ibs. You are a medium creatures. 


Speed. Your base speed is 35 feet. 


Languages. You can speak, read and write 
Common and Rakasta. 


Darkvision. You can see in the dark 90'. 


Fear of Water. When on a boat or when 
completely drenched, you have disadvantage on 
attacks and skill checks until you get on land or 
dry off. 


Catfall. You have resistance to falling damage. 


Natural Weapons. Your claws deal 1d4 points of 
slashing damage, and are considered light 
weapons. 


Weapon Proficiency. You have proficiency in 
the kasas, a form of short sword they wear as 


claws. See weapons on page 86. 
Greater Rakasta 


The largest of the rakasta, greater rakasta are 
solitary hulking brutes. Unlike other rakasta 
the greater rakasta live alone, hunting prey for 
themselves. They tend to be surly and 
suspicious of outsiders. They can be found in 
almost any type of wilderness, often as hunters 
or rangers. 


Ability Score Increase. Your Strength increases 
by 1. 


Roar. You can spend your action to roar. All 
enemies within 10' must make a Wisdom save 
DC 8 + proficiency bonus + your Charisma 
modifier or become frightened for 1d6+1 
rounds. You cannot use this ability again until 
you take a short rest. 


Wild Rakasta 


The most common rakasta, wild rakasta are 
found in packs in secluded areas or wide open 
spaces. Known for their ability to leap great 
distances, they surprise their foes by closing 
faster than thought possible. 


Ability Score Increase. Your Constitution 
increases by 1. 


Pounce. When jumping you double the distance 
jumped. You have advantage on all skill checks 
when jumping over obstacles or seeing if you 
land on your feet. 


Domestic Rakasta 


Giving up living in the wilds for the comforts of 
urban living, domestic rakasta are an 
uncommon sight in the larger cities. While they 
have lost some of the savagery of their kin, they 
are also known for their almost supernatural 
luck. 


Ability Score Increase. Your Charisma 
increases by 1. 


Nine Lives. You have advantage on death saving 
throws. 
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Look at it! The light reflects off it so perfectly! 
Have you ever seen something so shiny? To think 
this was made by nature, no craftsman shaped it, 

no one designed it, it happened naturally. Just 

left alone in this cave undisturbed until the 
dragon made its layer right beside it. I call this 
for my first share of the treasure, this pebble. 


-Aurora Stargrove, sidhe Bard 


Sidhe 


In ages past two groups of immortals existed. 
One became the Immortals venerated by the 
clerics. The other became the fey, with their 
own magics owing no allegiance to the other 
Immortals. Sidhe are the most human of the fey 
creatures, a separate race of Immortals of 
Mystara. The sidhe are highly magical 
creatures that are known for their curiosity of 
mortal races. 


Ethereal and Timeless 


The appearance of the sidhe is as varied as the 
humans. Sidhe appear to be a hybrid of man 
and elf, though they are related to neither race. 
They can usually pass as human easily. Sidhe 
range from 5'8 to well over 6' on average, 
though they tend to be of light build, weighing 
less than a human of similar size. Hair color for 
the sidhe can range from normal human colors 
to unusual like dark green or bright pink. Their 
eyes are the same way and can be any color and 
need not even match. Sidhe are effectively 
immortal, they do not age and if slain instead 
reincarnate back in the Good Kingdom. 


Sidhe skin color tends to be the same shade of 
humans, though they can go to extremes, with 
skin white as snow or black as onyx. Facial hair 
is rare on sidhe men, but not unheard of. Both 
sexes tend to adorn themselves with jewelry, the 
more extravagant the better. Their clothing 
ranges from simple furs to gowns finer than 
what emperors could even dream of. 


Sidhe treasure things of beauty more than 
physical value. A well made etched glass would 
be worth more to them than a chest of gold 
bullion. They are creatures of passion and 
emotion, and love art of all types, from dwarven 
history recitals to rustic hin dances. They abhor 
ugliness, strive for perfection in anything they 
make. 


Stranger in a Strange Land 


Despite their human appearance, sidhe are 
foreign to the Known World. For them 
everything is extremely unusual. The lack of 
magic, the static nature around them and the 
short lived creatures they encounter intrigue 
them. Sidhe are driven to experience all they 
can in the normal world. They are not attracted 
by gold or power, but by new experiences. A 
sidhe will agree to go on an adventure that pays 
nothing if it sounds exciting to her. 
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To outsiders the sidhe seem overly generous but 
foolish. Mortals don't understand the inhuman 
motivations of the sidhe. They are immortal, 
they have no need for riches or power. When 
they return to the Good Kingdom their stories 
are their currency. To the fey memories are 
coin and excitement it's own reward. 


Eldritch Origins 


All sidhe come from another realm they call the 
Good Kingdom. The most well known portal is 
in Alfheim, but others exist. The Good Kingdom 
is a place without time or death, where 
everything seems to change but nothing truly 
does. Oberon has been king for longer than 
man has walked the face of the planet. The 
sidhe have watched mountains rise and fall, and 
it is no surprise that many of them get bored 
with their immortal existence. 


Sidhe have existed since before the Immortals, 
and as such need nothing from them Their 
power comes from another realm, Immortal 
magics offer them nothing. Sidhe often blend in 
with human societies, their neighbors none the 
wiser. Sidhe even get married to try and learn 
about love, but they are doomed to watch their 
spouse wither and die from age. 


Exploring the new world 


Sidhe when entering the new world tend to seek 
out the largest population center they can find. 
Many become adventurers because of the 
excitement it brings. Their lack of desire for 
wealth cause many to think them naive, but few 
understand the mysterious creatures well. Once 
the sidhe has circled the globe a few times, they 
return to the Good Kingdom to share their tales. 


Sidhe Traits 


Ability Score Increase. Your Charisma 
increases by 2 and your Dexterity increases by 
1. 


Age. Sidhe have no concept of age as they are an 
immortal race, reincarnating back in their 


native land after death. The average sidhe 
appears fully grown after 20 years. 


Alignment. Most sidhe are chaotic by nature, 
though their rulers are lawful. 


Size. Sidhe average 5'6 to over 6' tall and have a 
lithe build. You are a medium creature. 


Speed. Your base speed is 30 feet. 


Languages. You can speak, read and write 
Common, Elven and Fey. 


Eternal Creatures. You are not a creatures of 
this world, your magic is your own, you have no 
use for the magic of Immortals. You cannot gain 
take any class that grants Immortal magic such 
as Cleric, druid, ranger or paladin. You generate 
your own magic from your ties to the Good 
Kingdom, offers of power from outside 
influences are meaningless to you, so you 
cannot take levels in the warlock class. 


Fey Magic. At 2nd level, you gain the ability to 
cast Illusion and Enchantment spells from the 
wizard's spell list. Beginning 2nd level, and 
every two levels thereafter, you can gain a one 
spell with a level equal to half your current 
level; you may cast each spell from this list once 
per long rest (use Charisma as your spellcasting 
ability). You lose this ability while wearing or 
carrying iron. 


Water Breathing. You can breathe water as 
well as you can breathe air. 


Iron Allergy. You cannot stand the touch of 
iron. You cannot cast spells while wearing or 
touching iron weapons or armor. Items witha 
+2 enchantment or better are not considered to 
be made of iron. You have damage 
vulnerability against iron weapons. 


True Fey. You are immune to nonmagical 
diseases, can see other fey that are invisible and 
take damage from holy water as if you were 
undead. As you reincarnate into a new form, 
spells that raise you from the dead do not work 
unless cast within ten minutes of your death. 
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This is the life I tell you. No worries, no fretting. 
Just fishing all day and lounging around in the 
sun. This is how a tortle is meant to live, leave all 
the running around and worrying to the other 
races. Here we live in peace and harmony with 
all other things. Just fishing and sunning. That's 
the life. Of course if you feel obliged to take up 
arms and go live a short brutal life before some 
orc pries open your shell and eats you, that's up 
to you. I won't stop you, who knows maybe the 
change of scenery might do you some good. They 
are looking up at that keep for somebody to clean 
out some caves of goblins. You grab a club and 
go head over there and sign up. Maybe you 
should do that, because if I catch you with my 
niece again, I'm gonna throw you in the ocean. 


-Flash Yellowbeard, concerned uncle 


Tortle 


Tortles are a stoic and placid race, content to 
live in their shoreline villages fishing. With 
natural heavy armor and nothing of real value, 
most other races are content to leave them 
alone. While they have few enemies, Tortles do 
not go out of their way to make friends either. 


Slow and Ponderous 


Tortles have little in the way in variety, they 
have coloration ranging from brown to green 
but are hard to tell apart except for their shells. 
Each tortle shell is a unique pattern on the back, 
and occasionally the Tortles will paint them for 
decoration. The average tortle stands 6' tall, 
weighing in at almost 700lbs or more. 


Tortles are reptilian in nature, with rough scales 
over much of their body. They have a thick shell 
that is on par with heavy armor and gets 
tougher as they age. Their faces have beaks for 
mouths, and also have large oversized hands 
and feet. 


Bound by Tradition 


Tortles above all else value their peace and 
quiet. Most Tortles live alone, fishing and 
keeping their huts tidy. They are not known for 
being craftsmen or warriors. Tortles farm 
communally, coming together as a group in 
times of need. When winter comes they often 
load up on wagons and head to warmer climes. 


While tortles are known as kind and caring 
creatures, they are not the most friendly. Rarely 
will you find a tortle going to trade with other 
races, and almost never will you find one living 
inside a city. Tortles are happy watching the 
world go on without them. 


51 


Coastal Creatures 


Tortles are found exclusively on the shores of 
the mainland and the islands in the Sea of 
Dread. They build small fishing villages where 
they can also maintain their farms. They don't 
build up fortifications but rely on their natural 
armor and neighbors to aid them in case they 
are attacked. While merchants may come to 
trade, tortles are generally known for their 
meager existences. 


Tortles do maintain a fortified building for their 
eggs. Here the female tortles come to lay their 
eggs, guarded by older tortle males. Once the 
eggs are laid the females die shortly there after, 
followed by the older male guardians. The rest 
of the village then raise the hatchlings when 
they emerge. 


Natural Born Guardian 


For some tortles living solitary boring lives until 
they die isn't enough. They have to go out and 
make something of themselves, even if just 
briefly. Once in a long while a tortle will put 
down his hoe and fishing pole, pick up a 
weapon and go and try to make the world a 
better place. While not the most agile creatures, 
they make excellent warriors because of their 
natural strength and heavy armor. 


Tortle Traits 


Ability Score Increase. Your Strength score 


increases by 2 and your Wisdom score increases 
by 1. 


Age. Tortles reach maturity around 5 years old. 
They are a short lived race, only reaching 50 
years old on average. 


Alignment. Almost all tortles are lawful in 
alignment. 


Size. Tortles are usually 6' tall, and weigh on 
average 700lbs. You are a medium creature. 


Speed. Your base speed is 20 feet. 


Languages. You can speak, read and write 
Common and Tortle. 


Natural Armor. You have a hardened shell that 
gives you great protection. Your armor class 
equals 10 + your Constitution modifier + your 
proficiency bonus. You can use a shield and still 
gain the benefit, but you cannot wear any type 
of armor. 


Personal Shelter. As a bonus action you can 
withdraw into your shell. This gives you +2 AC 
and advantage on all saving throws, but you are 
considered blind until you spend another bonus 
action to come out of your shell. 


Increased Lung Capacity. You can hold your 
breath for 2 hours. 


Clumsy. You do not add your Dexterity to your 
Armor Class. 


Classes of Mystara 


Barbarians 


Skeggi Helfvir positioned himself carefully 
between the elven maiden he had just rescued 
and the three trolls that had caught up with 
them. He shouted at the elf to run as he pulled 
his axes from his belt. He hoped she got far 
enough away from the melee to be safe. His last 
thought before his rage took hold was he wasn't 
worried about the trolls hurting her, he was 
worried he would harm her on accident. 


On the furthest reaches of the Known World 
where civilization ends is where you will find 
fierce warriors in a struggle for survival. From 
the isolated Atruaghin Plateau to the savage 
Hinterlands at war with Thyatis to the 
berserkers that are ever present in the Northern 
Reaches, barbarians can be found waging war 
with foul creatures and the elements. The type 
of barbarians are heavily regionally influenced. 
Berserkers are almost never found outside the 
Northern Reaches, other lands like Atruaghin 
and Ethengar lean more towards Totem 
Warriors 


However with the spread of civilization the 
lifestyles of the barbarians are being 
challenged. As nations like Vestland and 
Ylaruam look to modernize their lands, the 
lawless tribes and savage warriors are being 
pushed further and further away. 


Bards 


Dwarves are notoriously tough crowds. They 
don't dance, care little for displays of magic and 
their songs are tend to be monotone and tuneless. 
Fortunately Tim the Bard came prepared, a smart 
bard knows his audience, and this audience was 
about to be thrilled by a recital of the last fifteen 
generations of the Smithing Guildmaster's family 
tree. 


There is not a nation in the Known World where 
bards are not welcomed with open arms. Even 
the magic hating Ylaruam and Rockhome 
appreciate the tales and recitals of traveling 
bards. Bards for many areas are the only 
reliable source for news or entertainment, 
when a wandering minstrel arrives it becomes 
almost like a holiday. 


Bardic colleges are rarely a physical location, 
often new techniques are learned by word of 
mouth. However the nation of Ierendi fully 
embraces the works of the bards and dedicates 
an actual college to teaching both the Colleges of 
Lore and Valor. 


Musical Instruments 


In addition to the common musical instruments 
listed in chapter 5 "Equipment," of the Player's 
Handbook, bards in Mystara play the following 
instruments: 


Aelethria: A woodwind from Elven lands, the 
aelethria is a long stick with large air holes on 
either end. The elf plays the instrument by 
rapidly spinning it around while changing the 
pitch and tone by changing where the aelethria 
is gripped. 


Dvodentsivka: A two barrelled flute found 
commonly in Karameikos. Known for its dual 
high pitched tone and usually played uptempo. 


Griggordon: A dwarven war drum consisting 
nine drum skins stretched over a complex 
frame. The griggordon can create anything 
from a marching beat up to the sound of an 
avalanche when played fast and loud enough. 


Koauau: A short flute created by the Makai and 
famous for its haunting tune. Its music is 
considered extremely romantic by Makai 
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women, and many Toa are skilled in its use. 


Morin Khuur: An Ethengar stringed 
instrument with two strings that is played 
with a bow. Traditionally topped with the 
image of a horse, it is considered good luck 
and its droning sound can be heard where 
ever Ethengar set up camp. 


Qanun: A court instrument from Ylaruam, 
this trapezoidal shaped stringed instrument 
is played by plucking its twenty six strings 
often four at a time, giving it a very full 
sound, but making it extremely difficult to 
learn. 


Ripplestick: A common percussion 
instrument found in the Five Shires, it 
consists of an wooden board of varying 
thickness that runs from the elbow to the 
wrist. The performer then uses two sticks 
held in the other hand to drum out a fast 
paced rhythm. 


Salpinx: A long Thyatian straight horn, the 
Salpinx has a bulb shaped end that gives it a 
very loud and sharp sound. 


Scheitholt: A long and narrow stringed 
instrument found among the Flaemen of 
Glantri. Can be played with a bow or 
plucked. 


Snappytaps: A gnomish instrument of 
dubious reputation, snappytaps are 
essentially musical shoes designed to make as 
much noise as possible as they walk. Each 
pair is unique and so is the music they make. 


Clerics 


In Mystara there no actual gods, but rather 
from mortals that have transcended after a 
great quest to join the ranks of the Immortals. 
Each Immortal can grant spells, but are 
restricted from directly interacting with 
mortals by their fellow Immortals. 


Instead of clerics worshipping a single 
Immortal, many times clerics instead will 
represent the philosophy of the Spheres of 
Energy, Entropy, Matter, Thought or Time. 
Pantheon worship is extremely common in 
most nations of the Known World. 


Several Immortals however have 
worshippers loyal to only them. Hin Masters 
follow the High Heroes of the Five Shires and 
are granted protective abilities in return. 
Kagyar rewards his dwarven clerics with 
unprecedented resistance to magic. Rafiel's 
Shadow Elf Shaman have greater control 
over life and death in return for service to 
him. The Atruaghin Shamani worship their 
pantheon and tribal animal spirits and are 
known for their powerful rituals. 


Druids 


Druids in the Known World follow Immortals 
known for their affiliation with nature. They 
are found in every nation, all trying to 
preserve the natural order. They are most 
common in the elven nation of Alfheim, but 
even the underground nation of Rockhome or 
the atheistic Glantri has pockets of Druids. 


The Circles are not organized groups but 
rather nature worshippers with a shared 
philosophy. Many druids in the same area 
will be part of different circles but will work 
together to protect the wilderness. Even the 
most desolate and remote areas have their 
own protecters. Dervishes can be found in 
the Ylaraum deserts, manifesting the fury of 
the desert's sand, wind and heat. The Spirit 
Shaman of Ethengar spend their lives in 
constant contact with the spirit world, 
gaining power over many otherworldly 
creatures. 


Fighters 


Halvoric set the butt of his halberd firmly in 
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place as the wolf rider smashed into the pole 
arm. He quickly pulled the weapon free of 
both the ground and dead goblin, and swung 
the blade right into the chest of another 
approaching goblin. As the mercenary glanced 
around the battle field, he couldn't help but 
smile for two reasons. His side was winning 
handedly, and that he was getting paid so well 
for this. 


From the grey haired veterans of the 
Northern Reaches to the cold and tactical 
centurions of Thyatis, fighters are a constant 
no matter where you go. Somewhere 
something needs stabbing, and there are 
always people ready to oblige. 


Work is never far for a fighting type, as 
violence is a constant in many nations. In 
nations like Thyatis and the Northern Reaches 
the warrior is held up as an ideal. In 
Karameikos the untamed wilderness holds 
monsters galore. The trading nations of 
Darokin and Minrothad always need guards, 
and all nations bordering the Broken Lands 
needs every sword arm they can get. 
Alfheim created the Eldritch Knight, even 
today the archtype is extremely rare outside 
of elves. 


In many nations different fighting archetypes 
have emerged because of regional need or 
cultural traditions. The Braves of Atruaghin 
are masters of guerilla warfare, striking from 
ambush to fade into the wilderness. Ethengar 
Horse Warriors personify their nation's love 
of cavalry with their mounted expertise. The 
Gallowglass of Glantri stifle under the 
wizards' rule. Privateers found on Minrothad 
and Eirendi ships ready at a moment's notice 
for ship to ship action. The Toa Makai are 
Ierendi's feared native warriors, their war 
songs striking fear in the hearts of their 
enemies. Weapon Specialists are found in 
every nation, sacrificing versatility for 


lethality in a single weapon. 
Monks 


More commonly known as Mystics in 
Mystara, monks are an extremely rare sight. 
Mystics are known to just a few areas, most of 
the cultures around the Known World have 
no idea they even exist. Most consider the 
idea of an unarmed warrior suicidal, until 
they see one in action. 


The monastic traditions in Mystara are 
largely regional. The mystics that espouse the 
Way of the Four Elements are found almost 
exclusively in Glantri at their compound in 
the village of Lhamsa. There the monks learn 
to incorporate elemental magic into their 
attacks. The Way of the Shadow has a sinister 
reputation as it is mostly known for being 
employed by the assassins of the Master of 
Hule. The Way of the Open Hand is the most 
well known, as its practioners come from the 
island of Ochalea. The Thyatian domain's 
habit of stifling nonconformists causes 
numerous monks to travel the world. 


Paladins 


Algo Rengate's eyes narrowed as he 
approached the Thanatos cultists, his glaive 
clutched firmly ready to strike. He had finally 
tracked down the people responsible for all the 
deaths along Vestland's southern border. Now 
they would learn that this area was protected. 
That evil will not go unpunished. That good 
was not always nice. 


The Known World is a dangerous place, 
where bandits and monsters wait in the wilds 
and even in the cities cults and conspiracies 
lurk. It is no surprise that many are drawn to 
role of the paladin. All types of paladins can 
be found, from those that follow the Oath of 
the Ancients in Alfheim to hin paladins 
following the Oath of Devotion. 
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Two paladin orders are regionally exclusive 
however. The Order of the Griffon the 
militant wing of the Church of Karameikos. 
Though of Thyatian origin, they are beloved 
by the population as being fair minded and 
devoted to the land and its people. The 
Heldannic Knights however are less 
altruistic. Devoted warriors of the Immortal 
Vanya, the knights exist only for war. It is 
their sworn duty to wage war on Vanya's foes, 
and she accepts nothing less than complete 
victory from her followers. 


Rangers 


With so much of the world unmapped and 
uncharted rangers are always needed no 
matter where they are. Whether exploring 
lost ruins in Karameikos, mapping tunnels for 
the shadow elves, or serving as Thyatian 
scouts in the Hinterlands, there is always 
someone willing to pay for a ranger's service. 


Thyatis personifies the need for rangers 
through their Foresters. Comprised entirely 
of Vyalia elves and their human proteges, 
they are known for their incredible speed and 
stealth inside the forests of Thyatis. Where 
there are people willing to pay for the capture 
of others, Bounty Hunters will always have a 
job waiting for them. 


Rogues 


Where there are people there is wealth, and 
where there is wealth there are rogues. 
Found everywhere possible, there is not a 
single nation that does not a a legion of 
cutpurses, spies and burglars in its borders. 


Most thieves belong to a guild, but very few 
guilds cross city borders, much less national 
ones. Some nations like Ethengar and Ierendi 
press thieves into service when caught, while 
others like Glantri take almost a sadistic 
pleasure in punishing them in horrific ways. 


Not all rogues are common criminals though, 
in the courts of Thyatis and Alphatia Rakes 
are a common sight. Instead of gold or 
jewelry, they use their social position to try 
and steal minds or hearts. Troubleshooters 
focus their efforts on ancient ruins and lost 
tombs, keeping an eye out for traps. Some 
are simple graverobbers, while others are 
seasoned dungeon delvers. 


Sorcerers 


Subatai had many questions for the Glantri 
mage. That the necromancer had made it so 
far into Ethengar without notice was 
disturbing. The Wokani wanted to know who 
helped the wizard, how many graves he had 
defiled, and was he alone. Subatai also was 
curious if the wizard was embarrassed by the 
fact he was bested by an untrained sorcerer, 
but that was something Subatai would never 
know, as smoking holes in the ground don't 
talk back. 


Mystara sorcery is not like that of other 
settings. There are no draconic sorcerers or 
wild magic to take advantage of. Sorcery is 
extremely rare as those born with it are more 
geographically isolated. Sorcerers are the 
most common in the nation of Glantri, though 
the shadow elves have a substantial number 
as well. 


There are only two known forms of sorcery in 
Mystara. Disciples of the Radiance are 
found almost exclusively in Glantri, 
manifesting the power of the Radiance, a 
magical source of energy far beneath the 
earth. Wokani can channel pure primal 
magic. Almost always found on the fringes of 
society, these magic users use no formal 
training, just raw instinct. 


Warlocks 


Despite a plethora of Immortals influencing 
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the Known World, there are always those that 
seek power outside the normal channels. 
Fortunately for them there are otherworldly 
sources of arcane power waiting for them to 
make a deal. 


Warlocks are extremely rare in Mystara. The 
Immortals do not share power willingly, and 
outside challenges are quickly dealt with. 
Only the most powerful outsiders can offer a 
warlock power without fear of reprisal. 


Patrons in Mystara 


The beings that can offer pacts are few and 
far between. In order to get around the will 
of the Immortals, the patrons must be 
Immortals themselves, or powerful enough to 
defy them. 


Archfey 


There is but one archfey that grants pacts, the 
Ard Ri. The Ard Ri is the high king of the fey, 
currently High King Oberon. Other fey 
nobles can petition to grant a mortal warlock 
powers, but it Oberon that must consent to 
the mortal's request. Oberon already grants 
the sidhe fantastic powers, to grant a mortal 
the same magical boons as he does his own 
people is asking much of him. But 
occasionally he can be persuaded and the 
warlock is granted power at a price. 


The Fiend 


The Immortals keep a constant vigil to keep 
the influences of the lower planes out of 
Mystara. However the Immortals of the 
Sphere of Entropy are more than willing to 
grant power to those that would make a pact 
with them. 


Demogorgon is the twin souled Patron of 
Necromancy and Witchcraft. Trapped ina 
hidden temple in the Broken Lands, she is 
always willing to help in return for obtaining 


her freedom. 


Loki grants boons whenever it pleases him. 
Always looking to create chaos and strife, he 
enjoys watching people abuse their power 
until it catches up with them. 


Talitha is interested only in self gratification. 
She grants boons only if the person 
petitioning for it helps out her plans in some 
way. 


The Great Old One 


There is a single source of power from the 
outer realms that warlocks appeal to, the 
Dimension of Nightmares. There where the 
laws of reality have no meaning are all sorts 
of fell creatures. There the Diabolus hold 
power in their own mad way. Brain 
Collectors look for prey from races they don't 
consider sentient. Only a truly desperate 
warlock would try and seek power from the 
nightmare realm. 


Wizards 


Those that practice magic hold an enormous 
amount of power in many parts of the world. 
The Empire of Alphatia is ruled by wizards, as 
are the Principalities of Glantri. Every nation 
has some sort of wizard's guild except the 
wizard hating Ylaraum and the magic less 
dwarves of Rockhome. Whether they serve 

as rulers or advisers, the influence of wizards 
can be found everywhere. 


Not all wizards are the studious types most 
expect. In Alfheim the Treekeepers mix 
druidic lore with ancient magics to keep the 
Canolbairth forest healthy and well. The 
Merchant Princes of Minrothad and Darokin 
have sold their services for coin. Enigmatic 
Fire Wizards devote their lives to study of 
flames. Glantri's princes have learned new 
forms of magic in the Secret Crafts, secrets 
they keep only for themselves. 
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New MÜT Class Options 


Our sacred plateau is 
invaded. Outsiders 
have come to kill our 
children and take our 
horses. But vve vvill 
stop them. We will kill 
them. We are the 
children of Atruaghin 
and we will let no one 
wrong us. Sharpen 
your tomahawks and 
ready your arrows, for 
today we hunt orc. 


Richard Stormcrow, 
Elk Brave 


Brave 


Fighter Archetype 


You were born in the 
lands of the mighty 
Atruaghin, to one of 
the great tribes. You 
follow the way of the 
Bear, Elk, Horse, 
Turtle or Tiger. You 
strike from the 
shadows, unleashing your attacks then fading 
back into the darkness. 


Restriction: Must be Atruaghin. 


. Counting Coup 


At 3rd level once per combat when you reduce 
an intelligent opponent to Ohp you make take a 
bonus action to mark the enemy to show it was 
you that defeated it. If you do next round you 
gain a bonus Action Surge usable only in this 
combat. 


Guerrilla Warrior 


At 7th level if you are 
in no armor or light 
armor, when you 
make Dash action, you 
gain a bonus action to 
use the Hide action. 


Ghost Who Walks 


At 10th level when you 
attack with surprise 
you gain two of the 
following abilities at 
the start of your 
round, at 15th level 
you may pick a 3rd 
option: 


One additional attack. 
Additional die of 
damage on attacks. 
Critical on a 18, 19 or 
20. 

Advantage on all 
attacks. 

Bonus action to dash. 


Long Stride 


At 15th level if you are 
wearing no armor or light armor your speed is 
increased by 10. 


Ghost Dance 


At 18th level while you are wearing no armor or 
light armor all ranged attacks targeting you 
have disadvantage. 
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Rathor Irongut and company! Wasn't 
expecting you here, seriously I thought you 
would have skipped around the open trails 
instead of walking right into my ambush. No 
matter, you're wanted on several counts of 
brigandry, theft, assault, murder, and tax 
evasion. There's two ways we can handle this, 
the easy way and my favorite way. Please say 
the favorite way. Pretty please! 


Geegi Hammerlander, Minrothad Bounty 
Hunter 


Bounty Hunter 


Ranger Archetype 


Not all rangers hunt inhuman monsters, some 
seek out the monsters of the sentient variety. 
Emulating the Bounty Hunter means focusing 
your talents on hunting intelligent prey, and 
using your skills for hunting beasts for 
stalking those with a price on their head. 


Most Dangerous Game 


At 3rd level you have learned to apply the 
tactics of hunting your favored enemies to 
specific individuals. You can declare a 
number of intelligent creatures as your 
bounties equal to your Intelligence modifier 
plus your proficiency bonus. They have to be 
wanted by an individual or group that has put 
a bounty on them. You don't need to know 
their name, just their position (the goblin 
king of the Caves of Chaos, the lich lord of 
Blackwood, etc). You can treat your bounties 
as a favored enemy for tracking purposes and 
you can detect them with primeval 
awareness. You can replace all captured or 
killed bounties with a new ones after a long 
rest. 


Getting Close 


At 7th level if you are within 1 mile of a 
bounty and you are aware of them your move 
increases by 5'. At level 14 the bonus 
increases to 10". 


Exploit Weakness 


When you reach 11th level you add your 
proficiency bonus to all damage you inflict 
against your bounty. 


Sucker Punch 


At 15th level when you attack a bounty from 
surprise, your first attack automatically 
inflicts maximum damage. 
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You can go that way if you wish ajaniib, I will not 
be held responsible for your passing, but I will 
offer a prayer in your memory. If you wish to 

pass through the great sands and live, I 
recommend you acquire the services of a Dervish. 

Only the hardiest of Ylari can live in this blasted 

desert, only the Dervish thrive in it. 


-Aljari Al-Kaz, Ylari porter 


Circle of the 
Dervish 


Druid Circle 


The Circle of the Dervish are the hermit 
guardians of the wilds of Ylaruam. The order 
rarely gathers as a whole, instead individuals 
meet to share insights. They embrace the 
harshness of the desert, and view it as a test of 
their faith. They learn to conjure the elements 
of the desert, the shifting sand, deadly heat and 
sudden whirlwinds. 


The Dervish is found only in the desert sands of 
Ylaruam, though some maybe found to the West 
in Sind. The Ylari revere the Dervish as 
possessors of great wisdom. The Dervish gives 
up many of his possessions for unparalleled 
movement and elemental control. 


Restriction: Native of Ylaruam only. 


Ylaruam Resilience. When you become a 
Dervish at 2nd level you only need half as much 
water a day to survive, and gain advantage 
Wisdom (Survival) tests involving extreme heat. 


Unarmored Defense. At 2nd level while you 
are wearing no armor, your AC equals 10+ your 
Dexterity modifier * your Wisdom modifier. 
You can use a non-metal shield and still gain 
this benefit. 


Step Through Sand. At 6th level you may 
teleport up to 30ft a number of times up equal 
to your Wisdom modifier before needing a long 
or short rest. When using Step Through Sand 
you must be in desert terrain. Any metal armor 
or metal item larger than a dagger is not 
transported with you and stays behind. 


Blade of the Circle. At 10th level you may cast 
Flame Blade doing 3d6 fire damage a hit. The 
damage increases to 5d6 at level 14. You may 
do this a number of times equal to your Wisdom 
modifier. Blade of the Circle does not take up a 
spell slot. You regain this ability after a short 
rest. 


Whirling Dervish. You become a cyclone of 
sand and wind. At 14th level you may spend a 
Wild Shape use to become an Air Elemental. 
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Power? You call that power? I am no mere 
mage! You learn your spells through rote 
memorization and study, they came naturally to 
me! I command magic like no other! You 
struggle with your words while with a wave of 
my hand I command the air to burn or your lungs 
to become ash. Speak no more to me of gaining 
power old man. I am power. 


Seamus McBannock, Disciple of the Radiance 


Disciple of the 
Radiance 


Sorcerer Origin 


In the magic steeped land of Glantri and in the 
subterranean halls of the shadow elves lies a 
strange power called the Radiance. The elves 
believe it a gift from the Immortals, while the 
atheist wizards of Glantri view it as just another 


tool. What is known is that exposure to it over 
the years has caused a new breed of mage to 
appear, one that can create spells without 
memorizing them and can alter magic at will. 


Restrictions. Radiance Adept is restricted to 
natives of Glantri and shadow elves. 


Power of Rad. 


At 1st level you generate a number of Rad dice 
equal to your Charisma bonus after a long rest. 
If you are in the boundaries of Glantri you 
generate double the amount and if within 
Glantri City you generate triple the dice. You 
lose the bonus dice if you leave the area. You 
can spend one Rad die to increase the damage 
of a spell by one die. You can also expend five 
Rad dice to gain one sorcery point. Gaining 
sorcery points this way more than once a day 
causes one level of exhaustion for each point 
generated past the first. The Rad dice last for 24 
hours, until spent or when you take a long rest. 
You cannot gain Rad dice if you are on another 
plane. 


Control Flow. 


At 6th level you automatically learn for free all 
radiance spells as soon as you are able to cast 
them. You can gain two sorcery points before 
gaining exhaustion. 


Control Flux. 


At 14th level you can push yourself to control 
the flow of magic, optimizing the damage yield 
as the spell is released. As a bonus action you 
can spend 10 Rad dice to automatically do 
maximum damage on your next spell this turn. 


Control Fate. 


At 18th level you can channel your magical 
energy into adjusting the very winds of fortune. 
As a reaction when you fail a skill check or 
saving throw you may spend Rad dice to make 
up the difference, You can only spend points 
need to bring the total up to the minimum 


needed to pass. à 
1 


Fire is the ultimate element. It scorches earth, 
devours air, and evaporates water. It can savea 
life or destroy a city. It is neither good or bad, it 

does nothing but feed. If you master the flame 

you have no equal except your brethren. Learn to 
shape the blaze and soon no one will stand in 
your way. 


Pytor Seager, Flaemish Noble 


Fire Wizard 


Wizard School 


Fire has always had a lure of its own. Wizards 
have sought its power for reasons varying from 
intellectual to revenge. Fire Wizards can be 
found across the Known World, from Glantrian 
nobility to evil worshippers of Alphaks to the 
reclusive Fire Wizards of Ierendi. All try and 
use fire for their own purposes. 


Pyromancer. 


Beginning when you select this school at 2nd 
level, the gold and time you must spend to copy 
an spell that manipulates fire, creates fire or 
does fire damage is halved. 


Born in Fire. 


When you reach 2nd level you gain immunity to 
fire damage from all non-magical sources. At 
6th level you become resistant to fire from 
magical sources, you become immune to all 
forms of fire at 14th level. 


Stifle the Blaze. 


At 6th level if you are caught in an area effect 
causing fire damage, you can choose to reduce 
the damage in the effect by a number of dice 
equal to your wizard level. The reduced 
damage applies to all creatures in the area of 
affect. As a bonus action to can extinguish 
normal fires within 30 feet. 


Summon Elemental. 


When you reach 10th level you can conjure a 
fire elemental exactly as the spell. The 
elemental is considered friendly, and if you lose 
concentration the elemental returns to the 
Plane of Fire rather than becoming hostile. You 
regain the use of this ability after a long rest. 


Inferno. 


At 14th level you can choose to do maximum 
damage with any spell of 5th level or lower that 
does fire damage. You regain the use of this 
ability after a long rest. 
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Orcs. A full raiding party at least four dozen 
judging by the tracks. Look to be heading to 
Karameikos from the way they are heading. Go 

on ahead and warn the others, we will need 
reinforcements 
for this. Tell 
everyone the 
ambush is the 
Crooked Tree 
Crossroads in 
two hours. You 
know your 
place and you 
know your 
position. Don't 
start firing until 
I do, and no 
flashy magic to 
give away your 
location. We 
can't risk them 
crossing the 
border and this 
become an 
bigger problem. 


Septimus Altari, 
Thyatian 
Forester 


Forester 


Ranger Archetype 


Protectors of the Vyalia Forest, Foresters are a 
secretive group of protectors inside of Thyatis. 
Charged with keeping the Empire's savage 
enemies at bay from across the borders of 
Karameikos, Foresters strike from ambush from 
the treetops. Normally comprised of Vyalia 
elves, Thyatis paid the elves a princely sum to 
train humans in the way of the Forester. 


Restrictions. Vyalian elves or Thyatian humans 
only, must have forest as their Natural Explorer 
terrain. 


Expertise. 


At 3rd level you gain 
proficiency in the stealth 
skill if you did not already 
have along with one other 
skill from your initial 
starting skill list. Your 
proficiency bonus is doubled 
when making ability checks 
using the stealth skill. 


Eldritch Magics. 


At 7th level you may add 
Wizard spells from the 
school of Illusion to your 
Ranger spell list. They are 
treated as Ranger spells and 
do not require a spellbook. 
You otherwise must meet the 
requirements of the spells 
including all components 


Treewalker. 


At 11th level you gain a 
climb speed equal to your 
base move. When attacking 
with a ranged weapon, if you 
are 10 feet or more above 
your target you gain advantage. 


Seven League Striders. 


At 15th level you can teleport from your 
location to any part in the forest provided that 
the beginning and end points lie within the 
same living forest. This is treated as a Tree 
Stride spell, except the range is increased to any 
location inside the forest. You must take a long 
rest before using this feature again. 
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The wizards force us to live like slaves, using us 
as fodder in their petty conflicts. Who here has 
not had a loved one taken to Crownguard never 
to be seen again? We are Klantyre, it is not our 
lot in life to live in fear from the foul magics the 
cruel wizards use to rule us. I say we fight! Who 
here stands with me? A true warrior of 
Klantyre? Who here will be a gallowglass? 


Duncan McIntyre, Follower of the Claymore 


Gallowglass 


Fighter Archetype 


Born in a land that is ruled by wizards, the 
gallowglass are the rebels that seek to free their 
lands from Magocracy. Wielding their gigantic 
claymore swords, gallowglass charge headlong 
into danger. They are feared for their headlong 
charges, for they know they must quickly slay 
their foes or die in a storm of spellfire. The 
rebel group calling itsellf the Followers of the 
Claymore are willing to take any warrior that is 
willing to learn its ways, as such lupin, rakasta, 
elves and even dwarves are not strangers to 
their numbers. 


Restrictions. Must be from the Klantyre 
principality of Glantri or a Follower of the 
Claymore. 


Claymore. 


At 3rd level when wielding a great sword the 
weapon loses the two handed property. 


Iron Stomach. 


From a combination of diet and pure 
stubbornness, you are less vulnerable to toxins. 
At 7th level you gain resistance to poison. 


Linebreaker. 


At 10th level when you use an action surge your 
move is increased by 10 feet for your turn. 


Bloodied. 


The first time you take damage in combat after 
finishing a long rest, you gain a bonus action 
surge that must be used in the current combat. 


Braveheart. 


At 18th level if you are reduced to 0 hit points 
you immediately use all your hit dice to heal 
exactly as if you had taken a short rest. This 
ability resets after a long rest. 
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Save your bluster for someone who cares 
burgomaster. Either oppose me or surrender, I 
am not here to entertain idle threats. You have 

neither the will nor the strength to oppose me 
and deception will avail you not. Vanya requires 
only victory, your survival is not her concern. 


Gunter Wulfson, Heldannic Knight 


Heldannic Knight 


Paladin Oath 


The sworn religious order of the Immortal 
Vanya, the Heldannic Knights are known for 
their prowess at arms and their extreme 
militancy. The Knights are at constant war, 
whether with the humanoids that plague the 
north lands, the Ethengar nomads or even their 
fellow north landers, it is the will of Vanya her 
knights seek out conflict. 


Restrictions: Must be human of Heldannic 
descent and worship Vanya. 


Tenets of Vanya. 


Heldannic Knights crave battle in the name of 
their patron Immortal. They never show fear or 
accept less than total surrender. They area 
structured order, each Knight knows his place. 


Victory. Do not stop until you are victorious or 
dead. 


Loyalty. Never betray those that fight alongside 
you. 


Prowess. War is life, be prepared at all times. 


Stoicism. Do not let others know of your 
troubles. 


Channel Divinity 


When you take this oath at 3rd level, you gain 
the following to Channel Divinity options. 


Will of Vanya. As an action you can invoke the 
name of Vanya remove the stunned condition 
from an ally within 30' 


Aegis of Victory. As a bonus action you can give 
one ally within 30' advantage on their next 
attack roll this combat. 


Aura of Victory 


When you reach 7th level you and all your allies 
within 10' of you can't be frightened while you 
are conscious. 


At 18th level the range of this aura increases to 
30 feet. 


Blessed of Vanya 


At 15th level Vanya charges you with leading 
her followers into battle and to greatness. You 
are always under the effect of a crusader's 
mantle spell. 


Eternal Champion 


At 20th level You can shrug off damage that 
would easily fell lesser heroes. Using your 
action you gain the following benefits for five 
minutes: 


* Resistance to all damage types 
* Advantage on all saving throws. 


Heldannic Knight Spells 
Level Spells 


3rd Command, Compelled Duel 

5th Find Seed, Magic Weapon 

9th Aura of Vitality, Elemental Weapon 
13th Death Ward, Staggering Smite 
17th Destructive Smite, Geas 
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It's good to see the raspberries are coming in 
good this year! Bodes well for the Brandypot's 
ales. So how is the missus? Got another one on 
the way? That's fantastic, what's that, number 
eight now? Mother was worried you that were 
going to have a small family, just getting started 

late that's all. Wait you smell that? Let me cast a 
spell real quick. As I suspected, gnolls over in the 
rolling hills. Sigh, fetch me my hand axe, the one 
that catches on fire by itself, yes that one. Keep 
the food warm for me, I don't want to miss 
supper. 


Rose Cobblecreek, Hin Master 


Hin Master 


Cleric Domain 


The keepers of the Five Shires, the Masters 
follow the hin pantheon of Immortals. The 


Immortals Nob Nar, Coberham Shadowglint and 
Brindorhin bequeathed certain hin with the 
power to defend the Shires from all enemies. 
Much of the Master's power comes from the 
land itself, though Masters charged with 
protecting hin across borders can freely travel 
to protect their folk. 


Restriction. Cleric must be a hin from the Five 
Shires. 


Level Hin Master Domain Spell 

1st Locate Animals or Plants, Cure Wounds 
3rd Calm Emotions, Locate Object 

5th Beacon of Hope, Sending 

7th Guardian of Faith, Locate Creature 

9th Hallow, Greater Restoration 


Extra Skill Proficiencies. 


At 1st level you gain proficiency in Nature and 
Medicine skills. 


Channel Divinity: Sense Danger 


Starting at 2nd level you can spend use Channel 
Divinity to automatically know the number and 
direction of all hostile creatures in 120 feet.. 


Enhanced Denial. 


At 6th you can spend a Channel Divinity use as a 
reaction to add your Wisdom modifier to 
another ally's saving throw against magic that 
you can see. 


Evasion. 


At 8th level when you are subjected to an effect 
that allows you to make a Dexterity saving 
throw to only take half damage, you instead 
take no damage if you succeed on the saving 
throw, and only half damage if you fail. 


Timeless Body. 


At 17th level you only age one year for every ten 
that pass. 
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Concentrate on your attack, for the Heldann, 
Glantrian and orc will not hesitate to kill you. 
You must strike quickly then fade. Do not present 
your self as a target, pepper them with arrows 
and only then, when they are exhausted beyond 
all measure, only then do you close in and kill. 
Fight as if you and your horse are one. 


Damotai, Ethengar Horse Warrior 


Horse Warrior 


Fighter Archetype 


The feared warriors of the Ethengar steppes, 
Horse Warriors are unparalleled in their 
mastery of mounted combat. Almost as one 
with their horse, they can fight at range or up 
close from the saddle. While astride their horse, 
there are few that can match in the field of 
combat. 


Restrictions. Character must be Ethengar or 
Atruaghin and have proficiency with the Animal 
Handling skill. 


Born in the Saddle. 


At 3rd level you have advantage when attacking 
with a shortbow while mounted. 


No Horse, No Man. 


At 7th level your proficiency bonus is doubled 
when using the Animal Handling skill. 


Steady Mount. 


At 10th level your weapon attacks while 
mounted against unmounted creatures medium 
size or smaller score a critical hit on a 19 or 20. 


Combat Rider. 


At 15th level you can spend a bonus action 
while you are mounted you gain *2AC. While 
Combat Rider is active you have disadvantage 
on all attacks until you dismount or spend 
another bonus action to end the effect. 


Flurry of Death. 


At 18th level while on horseback if you score a 
hit against an enemy, you may immediately 
make an attack against another enemy within 5 
feet of the original target. The bonus attack 
does not generate additional attacks. 
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You wish to threaten me mage? I am no mere 
peasant cowed by your feeble parlor trick. Iam a 
servant of Kagyar the Stone Lord. The very 
creator of the dwarven race. He knew of your 
trickery and your spells and prepared his sons 
well. Cast your magics wizard. 


Cast them and die. 


Ravena Hjellstjurm, Cleric of Kagyar 


Kagyar Domain 


Cleric Domain 


Dwarves are traditionally monotheistic, they 
tend to follow the teachings of their first 
Immortal. In return Kagyar gives them powers 
unknown by the other races. His clerics provide 
aid and comfort to his charges, and bolsters the 
dwarven armies when needed. Clerics of 
Kagyar trade a cleric's normal abilities against 
the undead for peerless resistance to magic. 


Level Kagyar Domain Spell 


1st Thunderous Smite, Bless 

3rd Aid, Find Traps 

5th Counterspell, Meld into Stone 
7th Stone Shape, Stoneskin 

9th Hold Monster, Wall of Stone 


Restriction. Cleric must be a dwarf. 
Arms of Kagyar 


At 1st level you gain proficiency in heavy armor, 
battle axe and warhammer. 


Channel Divinity: Gift of Kagyar 
This replaces the turn undead ability. 


At 2nd level you can use a bonus action to spend 
a channel divinity use as a reaction to use one of 
the following abilities: 


* You are proficient with all saving throws 
against magic for a round. 

* You can dispel all spells of 3rd level or less 
on yourself or an ally in 5 feet. 


Aegis of Kagyar 


At 6th level you may use your reaction to add 
double your proficiency to saving throws made 
against magic. 


Blessing of Kagyar 


At 8th level you may use a channel divinity to 
give another ally advantage on saving throws 
against magic. This effect lasts for 1 minute per 
your Wisdom modifier. This replaces the 
Destroy Undead affect, each level that would 
increase that ability instead allows you to give 
the Blessing to one more additional person. 


Champion of Kagyar 


At 17th level you have resistance to spell 
damage. 
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You think you can take this village gnoll? I will 
warn you that I alone stand vigil and while I 
draw breath not one of you will step foot inside. I 
possess the combined might of the Immortals. 
All you have a paltry few dozen minions. Enough 
banter, lay on. 


Aliana Illescu, Order of the Griffon 


Order of 
the 
Griffon 


Paladin Oath 


The knightly order of the 
Church of Karameikos, 
the Order of the Griffon 
is sworn to protect the 
people and land of 
Karameikos against all 
enemies. They are a self 
sacrificing order, using 
their powers granted by 
the Immortals to put themselves between 
danger and their charge. Their selfless acts 
have done much to bring the divided people of 
Karameikos together as one. 


Restrictions. Character follow the Church of 
Karameikos. 


Tenets of the Griffon. 


The Order of the Griffon are the sworn 
protectors of the Grand Duchy of Karameikos, 
pledging their lives to defend their country. 
They are beloved in their homeland, 
emphasizing equality of all the people before 
the eyes of the Immortals. 


Selflessness. Protect the weak 

Justice. All are equal in the eyes of the law. 
Charity. Help the less fortunate with deeds 
Succor. Heal the sick, and break foul magics. 
Channel Divinity 


When you take this oath at 3rd level, you gain 
the following two Channel Divinity options. 


Chardestes' Mercy. At 3rd level the Paladin 
gains the ability to removes foul enchantments. 
The paladin may spend a Divine Channel use to 
cast Lesser Restoration like the spell. 


Fury of Tarastia. At 3rd level as an action you 
can call on your order's 
ancient enmities. You may 
spend a Divine Channel to 
cause all evil humanoids in 
30' to make a Charisma 
saving throw or have 
disadvantage on attacks fora 
number of turns equal to 
your Charisma modifier. 


Aura of Sanctity. 


Starting at 7th level, you and 
your allies within 10ft of you 
cannot be attacked by beasts 
unless provoked by someone 
in the aura or controlled 
magically. At 18th level this 
aura extends to 30ft. 


Blessing of the 
Immortals. 


At 15th level you are immune 
to Enchantment spells. 


Paragon of Karameikos. 


At 20th level you invoke the power of the 
patrons Immortals of the church. For one 
minute all enemies that can see you must attack 
only you, ignoring others. While under this 
effect you gain one extra attack, gain 5 
temporary hit points times your Charisma 
modifier and have advantage on all saving 
throws. Once you use this feature, you can't use 
it again until you finish a long rest. 


Level Order of the Griffon Spells 

3rd Compelled Duel, Goodberry 

5th Aid, Remove Curse 

9th Glypph of Warding, Daylight 

13th Locate Creature, Death Ward 

17th Circle of Power, Greater Restoration 
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There she is, 80 
degrees off port. 
Lower the sails, 
hoist the Roger and 
more speed! She'll 
not escape us today, 
I want marines on 
deck and prepare 
boarders. A double 
share to the first 
sailor to set boots 
upon her! Mages 
and archers aloft, 
make sure the wind 
is ours. Tonight we 
shall adorn 
ourselves with the 
trappings of the 
Empress of Alphatia 
herself! Minroth, I 
love this job! 


-Aleera Vass, 
Minrothad Privateer 


Privateer 


Fighter Archetype 


While Minrothad is well known for it's 
merchants, they do issue Letters of Marque to 
bring in extra revenues. Commanding these 
raiders are the feared Privateers. Excelling at 
naval combat more than mere sailors, you are 
romanticized for your daring feats. 


Sea Legs. 

At 3rd level you gain proficiency with 
Navigation tools, and proficiency with Vehicles 
(water). In addition you have advantage on all 


skill checks made to try and keep your balance. 


Pirate 


Halves. 

At 7th level if 
you are using 
the dueling, 
two-weapon 
fighting or 
mariner fighting 
styles you gaina 
+1 bonus to your 
AC. This ability 
goes up by +1 at 
11th and 20th 
level. 


Steady As 
She Goes. 


At 10th level if 
you are in 
command of a 
ship, all attack 
rolls using your 
ship's artillery 
have advantage. 
You need not be 
the one firing 
the artillery to gain this bonus. 


Boarders Away. 


At 15th level while you are on board a ship you 
gain an extra use of your action surge and have 
advantage on initiative rolls. You regain the 
bonus action surge after a long or short rest. 


Dread Pirate. 


At 18th level once per combat you may 
announce your identity, all enemies that can 
hear and understand you in 30 feet must make 
a Charisma saving throw DC 8 + your Charisma 
Modifier + Proficiency or become Frightened for 
a number of minutes equal to your Charisma 
modifier. The affected creatures can make a 
Charisma saving throw at the end of each round 
to remove the effect. 
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There are those that say I have sold out for the 
lure of gold. People claim I have given up 
scholarly pursuits for a bag of coins dangled in 
front of my face. Let me tell you what those coins 
get me. Unrestricted access to one of the largest 
libraries in the world. Security I can trust to 
guard my laboratory when Iam abroad. Every 
spell component I can possibly imagine available 
with just a word. I might have sold out, but you 
don't see me out shopping for bat guano either. 


-Josephine DuMont, Darokin Merchant Prince 


Merchant Prince 


Wizard School 


Darokin and Minrothad live by their economic 
strength. They have to protect their trade 
routes by any means. Both nations have 
employed a group of wizards, the Merchant 
Princes, to ensure economic superiority. While 
the wizards aren't as focused on a school of 
magic as their counterparts, in exchange they 
have greater access to spells and specialized 
training in magic items. 


Great Library. 

At 2nd level the cost to scribe all spells is 
reduced by half. You gain an additional spell 
every time you level up. 


Appraiser. 
At 2nd level you gain the ability to cast identify 
without using a spell slot or components. 


Mercantile Training. 


When you reach 6th level you add double your 
wizard level when rolling on the "running a 
business" and "selling a magic item" downtime 
charts. You also gain proficiency in the Insight 
skill. 


Zone of Truth. 


At 10th level any one attempting to lie to you 
must pass a Charisma saving throw against your 
spellcasting ability or be forced to tell the whole 
truth. 


Wealth is Power. 


When you reach 14th level you can attune an 
additional number of magic items equal to your 
Intelligence bonus. 


71 


You like it? It's a Belcadiz vintage, quite rare. I 
picked it up on a trade mission there during my 
stint in Darokin. Darokin? No I'm actually from 
Kerandas, the Emperor wanted me to negotiate 
trade pacts with those plutocrats. You would 
have been ashamed, their clothes were so last 
season. Isee you are enjoying your wine. 
Darokin may have money but they have no taste 
for fashion. I see your robe is now on the floor. 
Well in the name of international relations I 
accept your offer. On second thought that is your 
husband coming home early, instead I shall take 
my leave, through your window. 


Agrippa Centauri, Thyatian Rake 


Rake 


Rogue Archetype 


A common sight in the courts of Alphatia and 
Thyatis, you rely on your cunning and charm to 
succeed. You tend to make your way through 
your wits and charm, though you quickly learn 
the finer arts of courtly combat. 


Courtly Indiscretion 


Starting at 3rd level, you halve the time needed 
to don or doff light armor, with help you reduce 
the time to a single round. When you roll on the 
carousing chart during your downtime, roll 
twice and take the result of your choice. 


Bonus Proficiency 


At 3rd level you gain proficiency in the History 
and Religion skills 


Social Butterfly 


You can charm crowd so people are happy to aid 
you escape or find something. When you are in 
a group of more than ten people you add your 
Charisma modifier to Stealth, Perception, or 
Investigation Skill Checks. 


Glib Speaker 


At 13th level you are known for your smooth 
demeanor. You gain proficiency in Charisma 
saving throws. 


Extra Panache 


At 17th level you can spend an action to interact 
with a creature you share a language with. The 
creature has to make Charisma save against DC 
8 + your Charisma modifier + Proficiency bonus. 
If the creature fails it becomes your choice of 
Charmed, Stunned or Frightened for a number 
of minutes equal to your Charisma modifier or 
until they take damage. The creature can 
attempt a new save every minute. You can use 
Extra Panache once per day per creature. 
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We offer praise to the wise Rafiel, for without him 
we would be lost. We wait for him to give us the 
sign to return to the surface, to take what is ours 
and so bask in the glow of the sun once again. 
We offer ourselves as his vessel as he has chosen 
us to be his faithful. Though the Soul Stones are 
race grows strong, and soon we shall return to 
take our place among the nations above. 


Taljaria, Life Shaman 


Shadow Elf Shaman 


Cleric Archetype 


The chosen of Rafiel, 
Shaman are keepers of 
the soul stones, the 
sacred artifacts of the 
Shadow Elves. With 
them they can cast 
powerful magic though 
they have to keep 
questing for more 
powerful soul stones to 
cast the more powerful 
spells. A majority of 
shaman are female but 
not enough to make male 
shaman rare. Each 
shaman is marked with a 
symmetrical purple 
birthmark on their head, 
a sign of favor of the 


Level Shaman Domain Spells 


1st Guiding Bolt, Healing Word 


3rd Augury, Gentle Repose 
5th Revivify, Speak with Dead 
7th Banishment, Death Ward 


9th Commune, Raise Dead 


Immortal Rafiel 
Restriction. Shadow elf only. 
Soul Stone Channelling. 


At 1st level when you use a soulstone for your 
spellcasting focus you can ignore all other 
components of spells, including ones that have a 
monetary cost. 


Marked Shaman. 


At 2nd level you can sense magic up to 90' away. 
You cannot tell what kind it is 
unless it is a soulstone, only its 
presence. 


Death Shaman. 


At 6th level you gain the duties to 
take the dead and the dying away 
from the city. You gain 
advantage on Survival skill 
checks in an underground area. 


Life Shaman. 


At 8th level you gain the duties to 
care for the sick and injured. 
When you cast a healing spell, 
you may reroll any dice once and 
take the higher of the two rolls. 


Colorless Shaman. 


At 17th level you gain the duties 
to raise from the dead those 
Rafiel still sees a need for. You 
are able to keep fallen allies from 
death's door and return them to 
the fight quickly. All allies 
within 30' of you have advantage on all death 
saves, and if they become stable can spend Hit 
Dice to regain hit points as if they had finished a 
short rest. Some one revived in this manner 
must take a long rest to benefit from the ability 
again. 
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Wear this marking with pride young brave. For 
you are the chosen of our people. You will show 
courage! You will show ferocity! You will be 
victorious! The spirits of our tribe ride to war 
with you, let them guide you to your destiny. 
Trust the spirits, trust mighty Atruaghin, for he 
has never led us astray. 


Tomas Fastclaw, Bear Shamani 


Shamanl 


Cleric Domain 


The holy men of the Atruaghin Clans, the 
Shamani lead their people into rituals, provide 
for the sick and tend to the animals. Though 
they shun armor and the ability to turn undead, 
Shamani make up for it with unrivaled healing 
powers and rituals. Shamani are used by all the 
tribes of the Atruaghin Clans, when they have to 
leave the plateau they bring the power of their 
totems with them. 


Level Shamani Domain Spell 
1st Animal Friendship, Speak With Animals 


3rd Animal Messenger, Beast Sense 


5th Conjure Animals, Spirit Guardian 
7th Dominate Beast, Locate Creature 
9th Commune with Nature, Geas 


Restriction. Atruaghin only. Shamani cannot 
use Channel Divinity or domain abilities 
wearing metal armor. Shamani cannot harm 
animals that are sacred to his tribe. 


Sense Illness. 


At 1st level the Shamani can cast Detect Poison 
and Disease without using a spell slot. 


Channel Divinity: Nature's Touch. 


At 2nd level the Shamani can spend a Divine 
Channel use when casting a healing spell to 
automatically heal the maximum amount of 
damage possible. Nature's touch replaces the 
Turn Undead ability. 


Nature's Ally. 


At 6th level beasts will not attack you unless 
attacked first. This includes giant versions of 
beasts. This protection does not extend to your 
allies. 


Spirit Ritual. 


At 8th level the Shamani can spend a Channel 
Divinity to cast any spell available as a ritual. 
The shamani cannot perform Spirit Ritual again 
until after a long rest. The shamani does not 
need to have the spell memorized. This takes 
the same amount of time it would take to cast 
the ritual normally. 


You lose the Destroy Undead ability. 
Spirit Master. 
At 17th All rituals take half the time needed. 
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No now is not the time for war. Horse has told 
me of a harsh winter coming. He strong and he is 
fast, if he fears the coming snows then we must 
prepare for them and not waste energy on a war 
we cannot finish. In the Spring when the snows 
are melted, then Horse says we go to war. But 
first we must survive Winter. 


Uktai the Swift, Spirit Shaman 


Spirit Shaman 


Druid Circle 


Considered terrifying examples of the foreign 
nature of the Ethengar, their shaman serve as 
their holy men. While their shape changing 
abilities are limited compared to other druids, 
their mastery over animals and creatures not of 
the prime material plane are unrivaled. 


Spirit Guide. 


At 2nd level the shaman picks a spirit guide, or 
the more precisely the spirit guide picks him. 
The Spirit Shaman chooses a guide from the list 
below, then raises the corresponding attribute 


by 1. This cannot raise your attribute above 20. 
The spirit shaman can talk to the animals of his 
spirit guide's type at will. 


(equivalents in parenthesis) 
Strength. Horse (Draft), Eagle, Yak (Rhinoceros) 
Intelligence. (Hawk, Wolf, Snake (Constrictor) 


Wisdom. Owl, Dog (Mastiff), Gerbil (Rat), Falcon 
(Hawk) 


Dexterity. Tiger, Cat, Monkey (Baboon) 
Constitution. Camel, Goat, Bear (Black) 


Charisma. Lion, Swan (Vulture), Chameleon 
(Lizard) 


Invoke Spirit. 


At 2nd level you tap into the teachings of your 
spirit animal. You lose the ability to shape 
change but can spend a wild shape to add your 
proficiency bonus to all tests using your Guide's 
attribute for a number of hours equal to your 
Wisdom modifier. 


Rebuke the Spirits. 


At 6th level the you can force out unnatural 
creatures. The shaman can turn spirits as if you 
were a Cleric of the same level. You use a wild 
shape use to activate this ability. You can 
automatically detect a spirit, even if it is 
magically disguised as something else. 


Become the Guide. 


At 8th level the Spirit Shaman can use a wild 
shape to assume the shape of his spirit animal. 
The shaman can retain the shape for a full day 
before reverting back. 


Travel the Spirit Realms. 


At 14th the Spirit Shaman can cast Plane Shift, 
but only to the Beastlands, Arboria or the 
Dreamland. The Spirit Shaman can return back 
to the prime material plane using this ability 
again. The Spirit Shaman regains the use of this 
ability after a long rest. 


75 


Kara-kara this close to Ierendi? Those inbred 
savages must be getting desperate to try and 
attack our ship. Let's give those waterlogged 

orcs areminder on why Ierendi rules the seas. 

Master of the Marines, tell the Toa to start the 

Haka. Show those swine men the true meaning 


of savagery. 


-Thana Koori, Ierendi Captain 


Toa Makal 


Fighter Archetype 


Most Makai of the Ierendi island are content 
leading pastoral lives without worry or conflict 
on their native islands. A handful however long 
of the old days when the Makai were known for 


their warrior savagery. These heavily tattooed 
warriors, called Toa, embrace the ancient 
fighting styles of their ancestors. The Toa are 
not mindless berserkers fuelled by rage, their 
prowess comes from ritual and training. Found 
most commonly among the marines of Ierendi 
ships, the Toa are terrifying foes in melee. 


Restrictions: Must be Makai. 
Haka. 


At 3rd level the you learn the sacred war songs 
of your people. To gain the benefit of the Haka 
you must not be wearing any armor heavier 
than light armor and must be using simple 
melee weapons. You spend your action to 
perform a Makai war dance complete with 
chanting, for the remainder of the combat you 
have advantage on all attacks.. You cannot be 
restrained or silenced to perform this action. 
You must maintain concentration to use the 
haka. You must take a short rest to use this 
ability again. Starting at 17th level you can 
perform two hakas before needing a rest. The 
haka ends if you become unconscious. 


Tribal Savagery. 


At 7th level under the effects of the Haka you 
now scores a critical hit on a roll of 18, 19 or 20. 


Ta Moko. 


At 10th level when you perform the Haka you 
gain temporary hit points equal to 3 times your 
Strength modifier. 


War Song. 


The turn after you perform your Haka all allies 
that could hear it gain advantage on attacks. 


Skullcrusher. 


At 18th level while under the effects of the haka 
you do maximum damage on critical hits. 
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Friend squirrel please tell Maple Bark if she could 
move so we may plant a new Sentinel Tree? I 
know she is stubborn but that is the best place for 
the tree. Treants can move where they like, we 
can only build our fortresses where needed. Of 
course she will be cross, but tell her you are just 
my messenger. She can talk to me directly if she 
would like. Now go, I have to memorize my spells 
of the day. 


Brightleaf, Treekeeper of Alfheim 


Treekeeper 


Wizard Archetype 


Sacred wizards of the Canolbarth forest, 
Treekeepers are responsible for maintaining the 
magic of the great forest. Though their powers 
are arcane, not divine, the elves are often 
mistaken for druids. Their harmony with 
nature is so great they can change the very 
climate around them. 


Treewalker. 


At 2nd level you ignore difficult terrain while in 
a forest. 


Magic of the Canolbarth. 


When you gain a new spell at 3rd level and 
every other level after that you may learn a 
Druid spell instead. Only Treekeepers can 
scribe druid spells learned this way, and druid 
spells can only be learned when you level up. 


Wise in the Old Ways: 


At 6th level the you gain advantage on all 
Animal Handling, Nature and Medicine skill 
checks. You gain the Sylvan language. 


Protector of the Woods: 


At 10th level you can see through trees as if they 
were not there, and can cast a spell without 
harming plants if they are caught in an area of 
affect spell. You can cast spells as if trees were 
not in the way. 


One with Nature: 


At 14th level you can cast speak with animal or 
plant without using a spell slot. You can cast 
treewalk without spending a spell slot once per 
day. 
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I've got a pressure activated deadfall rigged to 
at least two load bearing rafters, both keyed to 
a triple redundant counter weight that anyone 
of you could set off while you take out the orcs. 
So I can drop what I'm doing and stab an orc 
for you or I can sit here and do what you are 
paying me quite handsomely to do. So I will 
tell you what, you take care of the orcs, and I 
will take care of the traps. 


Skexus Strangehat, Darokin Troubleshooter 


Troubleshooter 


Rogue Archetype 


You have spent all your training learning the 
inner workings of traps and hazards common 
in dungeons and ruins. You can disarm the 
most complex mechanisms with your eyes 
closed while thinking of how you are going to 


spend your share of the loot. You have also 
learned how to set off traps with a simple toss 
of a stone to catch your enemies in their 
effects. 


Eye For Trouble 


Starting at 3rd level your proficiency bonus 
with Perception or Thieves Tools is doubled 
when making an ability check to spot or 
disarm a trap. 


Reverse Engineering 


Once you have reached 3rd level, when you 
have disabled a trap in a particular building 
or dungeon, you have advantage to spot or 
disarm all traps of the same type in the same 
building or dungeon. For example if you spot 
and disable a hidden pit in the Tomb of 
Horrors, you have advantage to spot all 
further hidden pits in the same dungeon. 


Steady Hands 


When you reach 9th level and use your 
Thieves Tool to disable a trap, if you roll less 
than 15 on the die roll, treat it as if you had 
rolled a 15. 


Booby Trap 


At 13th level you can trigger traps up 30 feet 
way if you know they are there. This requires 
you to spend an action and strike the trap 
with an object to set it off. Anyone in the area 
affected by the trap must save normally or be 
affected by the trap. 


Roll With It 


At 17th level if a trap is set off within 30 feet 
of you, as a reaction you can make a full 
move before the trap's effects are applied. If 
you are now outside of the traps area of 
effect, you avoid any ill effects. 
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A duel? You are challenging me to a duel? Overa 
spilled drink? Sir, perhaps you do not know who Iam 
but I seriously suggest you reconsider. I will buy you 

another drink as an apology, I don't think you know 
what you are getting into. No? You insist? Very well, 
I just hope you didn't need that arm. 


Morgan Ironwolf, Master at Arms 


Weapon Specialist 
Fighter Archetype 


Trained in the use of a single weapon , you 
devote your entire life to mastering a particular 
style of fighting. As you improve your training 
the lethality of your fighting style grows beyond 
measure. 


Martial Skill 


When you select this archetype at 3rd level 
select one a single weapon like long sword, 
spear or great axe. When are armed with that 
weapon, you gain a benefit based on the 
category and properties of the weapon. The DC 
of all saving throws is your Strength modifier + 
your Proficiency +8. 


1 Handed or Versatile/Simple: You gain *2 
damage with the weapon 

2 Handed/Simple: You gain *2 damage with 
the weapon. 

Ranged/Simple: Can attack within 5' without 
penalty 

1 Handed or Versatile/Martial: You gain +2 
damage with the weapon 

2 Handed/Martial: Extra die of damage. 
Ranged/Martial: You gain *2 damage with 
the weapon 

* Net: Counts as shield if wielded in off hand. 


Expert Ability 


At 7th level your training increases, allowing 
you to add the Expert ability to your chosen 
weapon. 


* 1 Handed or Versatile/Simple: If enemy is 
surprised or on a critical hit, ignore all 
damage resistance. 

2 Handed/Simple: Extra die of damage. 
Ranged/Simple: Attacking at long range 
doesn't impose disadvantage. 

1 Handed or Versatile/Martial: Extra die of 
damage. 

2 Handed/Martial: On a critical hit enemy 
must make a Strength or be knocked prone, 
enemies two sizes larger than character are 
immune. 

Ranged/Martial: Attacking at long range 
doesn't impose disadvantage. 

Net: DC to escape net increases to 15. 
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Master Ability 


At 10th level your training increases, allowing 
you to add the Master ability to your chosen 
weapon. 


* 1 Handed or Versatile/Simple: Extra die of 
damage. 

* 2 Handed/Simple: On a critical hit enemy 
must make a Strength save or be stunned for 
one round. 

* Ranged/Simple: You gain *2 damage with 
the weapon 

* 1 Handed or Versatile/Martial: On a critical 
hit enemy must make a Strength or be 
stunned for one round. 

* 2 Handed/Martial: Extra die of damage. 

* Ranged/Martial: Extra die of damage. 

* Net: Anyone trying to escape has 
disadvantage. 


Grand Master Ability 


At 18th level your training increases, allowing 
you to add the Grand Master ability to your 
chosen weapon. 


1 Handed or Versatile/Simple: On a critical 
hit enemy must make a Strength save or be 
stunned for one round. 

2 Handed/Simple: Extra die of damage. 
Ranged/Simple: Extra die of damage. 

1 Handed/Martial or Versatile: Extra die of 
damage. 

2 Handed/Martial: Critical hits deal 
maximum damage and ignore damage 
resistance. 

Ranged/Martial: On a critical hit apply 
weapon damage to another enemy within 5' 
of original target. 

Net: DC to escape net increases to 20. 


Through the magic of my people I gain power. 
Through the power of my clan I become stronger. 
Through the strength of my ancestors I will 
prevail. With my victory, my people will endure. 


Speaks-With-Fire, Atruaghin Wokani 


Wokani 


Sorcerer Archetype 


Practicing an ancient magic, your control of 
magic is from ritual and tradition, not study and 
rote. You learned your magic from the wokani 
before you, as the tradition was passed from 
teacher to student. This is not a subtle or a 
civilized magic, it is loud and and it is savage. 


Your methods resemble that more a tribal 
shaman than an archmage, but no one confuses 
the destruction you can call forth. 


Bonus Proficencies 


When you chose this archetype at 1st level you 
become proficient in the Nature and Survival 
skills. 


Dark Tongue of Magic 


Starting at 1st level when you begin to cast a 
spell you can ignore the somatic and material 
components without a cost. Verbal components 
cannot be ignored, and any spell you cast gain a 
Verbal component if it did not have one. 


Unbridled Power 


Starting at 6th level when you cast a spell using 
the Empowered Spell metamagic option, you 
can reroll double the number of dice equal to 
your Charisma modifier (minimum of one). 


Raw Power 


At 14th level you gain a number of bonus 
sorcery points equal to your Charisma modifier. 
You regain any bonus sorcery points spent after 
a long rest. 


Unfettered Sorcery 


At 18th level you can spend double a spell's level 
in sorcery points to do maximum damage with 
that spell. You cannot add any metamagic 
options to the spell. 
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Backgrounds 


Caravan Traveler 


The life blood of the Known World is trade. 
Across the nations convoys of traders set out to 
bring trade and wealth to distant lands. You 
grew up as part of the large support staff 
needed to maintain the mile long caravans, 
whether as a drover, merchant or guard. 


Skill Proficiencies: Animal Handling, 
Perception 


Tool Proficiency: Land Vehicle (Wagon). 
Language: One language of your choice. 


Equipment: Work clothes, walking stick, block 
and tackle, 50' hemp rope, shovel, sledge 
hammer. 


Feature: Merchant Contacts 


From your many trips to various markets in far 
away lands you know where to find almost 
anything for trade. Though you are not a 
member of them, you can instantly recognize 
the markings of the various merchant guilds 
you've encountered. 


Suggested Characteristics 
You have a bit of a nomadic streak in you, but 
not to the point of wanderlust. You know 

d8 Convoy Position 


1 Drover 


2 Cook 

3 Guard 

4 Master 
5 Escort 


6 Merchant 
7 Scout 


8 Tag Along 


opportunities dry up if you stay too long, so you 
never settle down at any one location. 


D8 . Personality Trait 


1 I have little patience for slow movers 

2 Iam always scanning the horizon 

3 I prefer animals to people 

4 Ihave a persistent odor from the road 

5 Ihave no respect for slackers 

6 I cannot stand those who complain constantly 


Y I don't trust people I don't know. 


8 I hum to myself constantly. 
dé Ideals 
1 Greed: The only reason I do this is money (Evil) 


2 Duty: I was hired to do my job and that's what I will do. 
(Lawful) 


3 Stability: My job is stable and that's the way I like it. (Lawful) 
4 Travel: I want to see the world. (Any) 
5 Freedom: I don't like being tied down to one place (Chaotic) 


6 Quiet: I like to be left alone to my thoughts. (Any) 
d6 Bond 
1 My job is the reason I keep going. 


p Those that travel with me are my family. 


3  Irespectthe guildmaster for backing me up. 


4 Ihave a family waiting for me when I get back. 
5 There's a barmaid I always make time to visit when I set out. 


6  Itrustthe guards to keep us all safe, and I have their back 
when it comes time to get paid. 


d6  Flaw 

1 Lam a bit of loner. 

2 | have a short temper with people. 

3 | tend to over analyze things for flaws. 

4 | have little patience with people that make mistakes. 

5 | relate more to animals than people. 

6 | tend to lose small things from the caravan like good drink. 
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Krondar 


You are a one of the protectors of the Five 
Shires. Though normally reserved for hin, they 
do on occasion trust the position to tall folk they 
respect and trust. 


You patrol the shires looking for troublemakers 
and threats to the peace. While the hin 
definition of troublemaker is a little tame 
compared to other nations, it is your 
responsibility to see home those that have 
drunk too much, and escort rowdy children 
back to their parents. 


The position is not all funny moments and 
moral lessons, many humanoids and monsters 
think the hin are easy prey because of their 
small size. It is your duty to turn back all 
threats to your sworn charges. 


Skill Proficiencies: Insight, Investigation 
Language: You speak hin. 


Equipment: Top hat, uniform, club, hooded 
lantern and flask of oil, tinderbox and signal 
whistle. 


Feature: Guardian of the Shires 


The hin respect the Krondar as keepers of their 
much loved peace, even if the Krondar is one of 
the tall folk. You can expect to eat for free at 
most hin taverns, and hin merchants often offer 
you free samples of their best fruits while you 
are on patrol. Many hin parents will owe you 
favors for letting their children off with a 
warning. 


Suggested Characteristics 


You are firm but friendly. The Shires is not a 
dangerous land, but the hin love their 
tranquility more than anything else. You are 
sworn to uphold the law, but you also have a lot 
of leeway in how to pursue it. Often times you 
can let them off with a warning, but if there is 
actual physical danger you become dead 
serious. 


D8 


d6 


d6 


1 


2 


Personality Trait 

Itime my rounds to be near the best food during meals. 
Ilet the children play with my whistle as I patrol. 
Imake drunks sleep it off at the jail. 

I patrol at night looking for action. 


Imake sure to see if all the pretty hin are doing okay every 
day. 


I catch up on all the gossip every day. 
Itake time to always smoke my pipe when I'm patrolling. 


I am never found without some sort of snack. 


Ideals 


Order: Everybody has to obey the law. (Lawful) 


Power: Anybody who defies me gets a crack on the head. 
(Evil) 


Mercy: Everybody deserves a second chance. (Good) 


Food: I never miss a meal. (Any) 


Friendship: I prefer to be on good terms with everybody. 
(Good) 


Humor: I try to find what's funny in every situtation. (Good) 


Bond 
My town is under my protection. 
There's a particular hin that has caught my eye. 


The tavern keeper goes out of her way to make sure I get fed, I 
keep an extra eye out for her building. 


My other Krondar are my family. 


I make sure all the children don't get into trouble. 


I can't stand to see someone down and out. 
Flaw 

| don't handle backtalk well. 

Sometimes I'm too soft. 

I'm always looking for trouble. 

| tend to enforce the law exactly as written. 

| let my friends slide when | shouldn't. 


| let people bribe me with small gifts. 
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Mixed Blood 


You were born of two races, a rarity in Mystara. 
Though you only have the features of one of 
your parents, you have a bond with both of your 
cultures. You are accepted as the heritage of 
your appearance, but you surprise people with 
your knowledge of your other parentage. 


Choose races for your heritage, human and elf 
are the most common but other combinations 
are not unheard of, with the help of magic even 
human and hin have happened. You have all 
the traits of one parent, you are considered 
their race for all purposes. You have some of 
the behavior traits of the other parent, a hin's 
hunger, an elf' patience or a dwarf's gruffness. 


Skill Proficiencies: History, Insight 
Language: Your other parent's language 


Equipment: A piece of jewelry (a heirloom from 
your parents), 2 books about your races, set of 
common clothes, 5 sheets of paper, pen, ink. 


Feature: Best of Both Worlds 


As a half-breed you are afforded a bit more trust 
that people outside your race. While you might 
not be trusted completely by strangers, your are 
given the benefit of the doubt by members of 
both your races. A dwarven tavern might make 
your friends wait outside while you are 
permitted entrance, or you can enter a grove 
sacred to elves for a ritual because of your 
heritage. 


Suggested Characteristics 


Half breeds are caught between two worlds. 
Though they completely pass as one race, they 
will frequently carry mementos of their other 
race. Their flaws might be a preference of one 
race over another, or a denial of their hidden 
heritage all together. 


D8 


d6 


Personality Trait 


Iswitch between my racial languages on accident when 
talking to friends. 


I am obsessed with trivia about my hidden heritage. 
Itry not to mention the fact I am mixed race. 
I dress like the members of my other race. 


I go out of my way to make friends with people of my other 
race. 


I cannot stand prejudice of any sort. 


I can't stand it when people assume I know everything about 
both my cultures. 


I want to see the lands of my parents. 
Ideals 


Curiosity: The world is meant to be explored. (Chaotic) 


Harmony: We must all live together as one people to thrive. 
(Good) 


Revenge: I was never given my due for my heritage, now I 
will take it. (Evil) 


Isolation: I never fit in either culture, I just want to be left 
alone. (Any) 


Friendship: No reason you can't be a cheerful sort, after all, 
that's how your parents met! (Good) 


Bitter: You never knew one parent, leaving you alone in a 
world that you didn't belong. (Evil) 


Bond 
My friends are my family now. 
I was accepted openly by my village, I will never forget that. 


Iwas considered exotic, but there was one that liked me for 
who I was. 


Inever knew one parent, the one that raised me is my life. 


Though we didn't share the same parents, it didn't matter to 
my siblings. 


I promised by family I would do them proud. 


Flaw 

| hate one of my races. 

My openness gets me into trouble. 

| tend to become obsessed with relics of my ancestors. 
| don't want people to know about my mixed blood. 

| trust members of my secret race too easily. 


| tend to be quite indecisive. 
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Slave 


You were owned by another sentient being. 
Either in a land where slavery is allowed like 
Thyatis or Alphatia, or kidnapped by a criminal 
organization like the Iron Ring, or taken by 
humanoids, you only recently regained your 
freedom. 


Choose who was your master, either a noble 
from a nation where slavery is allowed, a crime 
boss or a tribe of humanoids that held you 
prisoner. They may have been kind, but more 
than likely they were brutal. You know you will 
never give up your freedom again however. 
You are free now, and that is never going to 
change. 


Skill Proficiencies: Deception and Survival 
Tool Proficiencies: One type of Artisan's tools 
Language: The language of your master. 


Equipment: One set of poor clothes, broken 
manacles, a small personal heirloom blanket, 
sack, small pouch containing 10sp 


Feature: Not a Number 


As a slave you performed what ever task your 
master demanded of you. Now that you are free 
you have let it be known that you will not be 
controlled again. Because of your history there 
are quite a few that give you a lot of leeway. 
Thieves will not attempt to cross an escaped pit 
fighter, and many temples offer aid to those that 
have suffered such as yourself. You may not 
want their aid, but it yours for the asking. 


Suggested Characteristics 


Slaves tend to be either withdrawn or resentful 
of their past. Perhaps your master still lives and 
wants you returned. How you respond is up to 
you. Do you fight or do you flee? Does the sight 
of others in chains raise your ire? 


D8 


d6 


d6 


d6 


Personality Trait 
I wake up in the middle of the night from bad dreams. 
The sound of a whip makes me flinch. 


My master was kind, but I will never admit that. 
If I'm not told what to do I don't know how to act. 


I don't like taking orders. 
I hoard little things so they can't be taken from me. 
If struck I fight back with all my might. 


I don't like to be touched. 
Ideals 


Abolition. I will free all that I find being held unjustly. 
(Good) 


Revenge. Those that wronged me will pay in kind. (Evil) 


Liberty. Now that I am free, I will live my life as I see fit. 
(Chaotic) 


Conformity. I need someone giving me orders to motivate 
me. (Lawful) 


Forgiveness. You will not let those who wronged you control 
you any further. (Good) 


Hedonism: You were denied your wishes when you were in 
bondage, now you will live it up. (Chaotic) 


Bond 
I owe my life to the person that liberated me. 


My brothers that toiled alongside me get my undying loyalty. 


There was a slave that taught me to read, I swear I will them 
and free them. 


My master one day free me without explanation. I will never 
forget that. 


I swore my devotion to the noble that saw my master brought 
to justice. 


The only thing of value is the heirloom my mother left me, it 
never leaves my side. 


Flaw 

Any attempt to hold me down will be met with force. 
Iam paranoid my former master is still after me. 

I hate the people of my master's race. 

I rarely get a good night's sleep. 


My temper gets the best of my when I'm forced to do 
something I don't want to do. 


Ileft behind people I could have saved when I escaped 
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ew Feats 


Denial 
Restriction: Hin only 


Tapping into the magic that is woven into the 
very geography of the Five Shires you can 
alter the flow of magic through sheer force of 
will. 


ə As a reaction you may attempt to stop a 
magic spell as it is being cast. This is 
treated exactly as the spell Counter spell, 
with Wisdom being used for determining 
the your equivalent spellcasting ability. 
Whether the Denial succeeds or fails, the 
you take 1d4 damage from the feat. If you 
are disabled from this damage, it has no 
effect on whether the Denial succeeds or 
fails. Denial only works inside the 
boundaries of the Five Shires. Once you 
have used the Denial, you cannot make 
another until you have completed a full 
rest. 


Extra Atunement 


Through either arcane training or sheer force 
of will you have learned to attune more magic 
items to yourself. This feat can be taken 
multiple times, and its effect is cumulative. 


* You may attune an additional three magic 
items. 


Street Fighter 
You are deadly with smaller weapons. 


* When attacking with a club, dagger or 
sickle, if you roll maximum damage on the 
die you may double the weapon damage. 
You roll an extra die of damage when you 
critically hit with a club, dagger or sickle. 
If you have surprise, all attacks with a 
club, dagger or sickle have advantage that 
round. 


Master Trader 


You have the golden touch, all your endeavors 
seem to turn a profit. You never have a 
problem finding buyers for your spoils and 
quickly learn to spot alie. You gain the 
following benefits: 


Increase your Intelligence or Charisma by 
1, to a maximum of 20. 

When rolling on the Running a Business or 
Selling a Magic Item chart in your down 
time, roll twice and take the higher result. 
You know the value of any non-magic item 
within 1096 of its actual value. 

Deception checks against you have 
disadvantage. 


Strong Man 


You have increased your physique through a 
strenuous regimen of exercise, allowing you 
perform amazing feats of strength. 


* Increase your Strength by 1, to a 
maximum of 20. 

* You can use your Strength modifier in 

place of the normal modifier for 

Intimidate, Acrobatics or Performance 

checks. 

You can wield a two handed weapon with 

one hand, you suffer disadvantage on all 

attacks with it however. 

You are treated as one size larger when 

calculating encumbrance. (If using the 

alternate encumbrance method instead 

increase the multipliers to 10 and 15) 
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Immortals of Mystara 


Mystara does not have actual gods like other 
settings, clerics venerate the Immortals instead. 
Immortals were once great adventurers that 
have epic quests and petitioning to past 
Immortals transcended their mortal form to 
take their place forever in the Outer Planes. 


Each Immortal serves one of the five Spheres of 
Power, each Sphere represents one of the 
distinct components of the Multiverse. Clerics 
of Mystara can venerate a specific Immortal, 
and entire pantheon or just a Sphere of Power. 


The Immortals hold each other in balance, none 
may actively interfere with the world without 
rebuke from others. Instead the Immortals 
secretly take mortal guise to walk the world 
unnoticed. While their power is greatly 
reduced when they do this, they are still 
creatures of immense power in their guise. 


The primary role of the Immortals is to keep 
balance among the Spheres. Each Sphere must 
be kept in harmony with the others for the 
Multiverse to continue. An imbalance between 
the Spheres can have catastrophic results. The 
Sphere of Entropy stands apart from the others, 
trying to cause the end of the Multiverse so they 
can recreate the next world in their image. 


The other purpose for Immortals is to sponsor 
mortals that wish to join them. It is not a easy 
task, for more perish than ever succeed. One 
cannot become an Immortal without the help of 
a sponsor, and there is no guarantee a mortal 
will ever gain a sponsor. Once a mortal has 
obtained a sponsor they must partake of a task 
to prove the mortal is indeed worthy. 


The path of the Dynast is one of time. The hero 
must prove themselves worthy by building a 
dynasty worthy of an Immortal. This task 
requires the hero to establish a long lasting rule 
by the hero and descendants. The hero must 
populate the realm with sufficient people and 
build a capitol for the new realm. 


The other challenge of the Dynast is they must 
travel in time to help their descendants retain 
the realm built by the hero. The hero must 
quest for an artifact to accomplish this, then 
they are worthy of immortality. 


The Epic Hero must under go a series of quests, 
first to find a powerful artifact of Thought. 
Then to destroy an artifact of Entropy. Then the 
Epic Hero must create a great weapon, train a 
worthy successor and finally complete an epic 
quest taking no less than five years to 
accomplish. 


The Paragon is a test of creation and conquest. 
The hero must find an artifact of Thought, then 
create an entirely unique magical item that 
requires at least one impossible component. 
Once those are finished the Paragon must train 
no fewer than half a dozen apprentices and see 
them rise in power. Finally the Paragon must 
challenge and defeat all wizards with 1,000 
miles before they are eligible. 


The Polymath demands its candidate partake a 
quest for an artifact that will force the hero to 
quest for it several times. Each time the hero 
attains the artifact the artifact resets the hero 
back to 1st level of a different class with no 
memories of the pastlives. The hero must then 
find the artifact again with a party with at least 
four different classes, until the fourth time 
when all memories and levels are returned. 
Then the candidate must build an monument of 


their achievement. 
88 


Prominent Immortals 


AHAMANNI TURTLERIDER 


Patroness of the Clan of the Turtle 


Ahmanni is a beautiful, tall and slim 
copper-skinned woman, with long black hair 
gathered in a plait and 
colourful paints on her face. 
She usually carries a harpoon 
and is dressed in simple 
clothes of doeskin. Often 
appearing near the sea, she is 
always preceded by a bank of 
fog from which she emerges 
standing on her feet in a 
canoe that moves at her 
command. 


Ahmanni is as unpredictable 
as the sea, changing by the 
moment from gentle to 
impetuous. She is extremely 
faithful to Atruaghin and is 
also a reliable ally of Hattani 
and Mahmatti, while 
profoundly hating Danel and 
Atzanteotl, who throw 
constant attacks against her 
people (the only tribe to not 
live on the plateau of Atruaghin), and any other 
Immortal patrons of the humanoids. 


AL-KALIM 


The Peacemaker, Patron of Ylaruam, Holy 
Prophet of the Eternal Truth, Patron of Tactics 
and Warfare. 


Al-kalim's primary form is of an elderly human 
patriarch wearing poor clerical robes, with a 
firm outlook, wise and intelligent eyes, and a 
long white beard. His second manifestation 
form is that of a youthful dashing desert warrior 
with a hawk's nose and a well trimmed black 


beard, riding on a perfect Alasiyan stallion 
wielding his scimitar. 


Al-Kalim is at the same time a merciless warrior 
and a merciful sage, a possessed dreamer and a 
realistic scholar. He is 
tolerant towards diversity 
and foreign customs, but he 
can prove stiff and 
unforgiving when it comes to 
the safety of his protégés and 
followers and when his 
teachings are scorned. His 
followers act much the same, 
with some zealots reaching 
peaks of blind intolerance. He 
preaches unity among his 
faithful, the sanctity of life, 
and the protection of nature 
(in particular of water as 
source of life), all teachings 
that come from an existence 
led in places where death and 
drought are hated life 
companions. For this reason 
all Alasiyans follow the 
Eternal Truth. Al-Kalim is a 
loyal ally of Protius who 
sponsored his ascension, and he feels in debt 
towards the Old Man of the Sea, since he has not 
yet kept his promise to make the Alasiyan Desert 
a lush garden in his honour. He is in perpetual 
conflict with Zugzul and Ranivorus, who 
brought and still bring chaos and destruction 
among the Ylari with their machinations and 
the use of their followers (Magicians and 
Gnolls). 


ALPHAKS 


Hui Da-Zhi, The Roaring Demon, Patron of 
Hatred, Lord of Oppression, Bane of Alphatia 
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Alphaks is a 10' tall horned demon with huge 
black bat wings, holding a greatsword in his 
right hand and a barbed whip in his left. 


Alphaks is an intelligent and cultured 
creature but he is extremely egocentric and 
prone to maniacal fits of rage. He considers 
himself a disciple of Thanatos, but he lacks 
his patron's patience and corruptive 
charisma, so he often tries to corrupt mortals 
using brute force, violence and threat. When 
he becomes extremely furious, he expresses 
his frustration with open acts of mass 
destruction and massacres. He is a merciless 
enemy of all Alphatian Immortals (Alphatia, 
Razud, Koryis and Palartarkan) and a bitter 
rival of Orcus, with whom he competes for 
the crown of Prince of Destruction. He has no 
stable alliances (even Thanatos alienated 
him), even if he sometimes likes to cooperate 
with Talitha to torment and destroy the 
Alphatians. 


ALPHATIA 


Yao-Lan Zi, Patroness of Alphatia, Patroness of 
Arts, Lady of Harmony 


Alphatia is a beautiful copper-skinned 
Alphatian woman clad in a simple white 
tunic, lacking jewellery and shoes 
(embodying simple Beauty). 


Alphatia is not interested in conquest or 
power (unlike the majority of the Alphatian 
nobles), but she is fascinated by beauty and 
arts, something she tries to preserve with all 
her efforts. She's a convinced pacifist, but she 
does not hesitate to use strength to defend her 
followers and the Alphatian Empire. She is in 
favour of a defensive war but counters any 
kind of imperialism or war for conquest, 
since she is convinced that an expansionistic 
foreign policy distracts the Alphatians from 
their true goal: the study of magic and art in 
all their forms. 


She's a staunch ally of Razud, Koryis, and 
Palartarkan (the other good-aligned 
Alphatian immortals), and has befriended 
both Guidarezzo and Lornasen (who share 
her love for harmony, arts and beauty) and 
the Shaper's pacifism. Her only enemies are 
Alphaks and Talitha, the banes of the 
Alphatians. 


ASTERIUS 


Belnos, Hermod, Kudesha,The Merchant, 
Murtijai, Zephyr, Patron of Trade and Money, 
Patron of Communication, Protector of 
Merchants and Thieves 


Asterius appears to be a stocky middle-aged 
man with jet-black hair wearing an ancient 
robe, sporting a keen eyesight and an ever 
present beguiling smile. 


Asterius is extremely friendly and charming 
at first sight, but he hides a dangerous side 
that he rarely shows. This helps him achieve 
his goals by taking his enemies by surprise. 
He considers himself the universal patron of 
thieves and merchants because they are two 
sides of the same coin, even though he 
despises the evil ones who act merely for self 
gratification or for envy (for this reason he 
hates Talitha with passion). He is also 
associated with travellers and those who 
bring information, since knowledge is a 
priceless good on Mystara. His most loyal ally 
is his old patron, Korotiku, and Asterius can 
count also Ixion and Valerias among his 
friends, since they share his centuries old 
crusade against their common enemy 
Thanatos. 


ATRUAGHIN 


Quetzalcoatl, Father of the Atruaghin Clans, 
Patron of Good and Wisdom, Saviour of the 
Azcans 


Atruaghin usually appears as a middle-aged 
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copper-skinned human with wise dark eyes 
and a hawk's nose, wearing a war bonnet 
adorned with colourful plumes on his head. 
He alternatively takes on the form of a 7 feet 
tall well-muscled warrior surrounded by 
flames. 


Despite all battles and wars he fought, 
Atruaghin has always been characterised by 
his meekness, mercy and patience. In fact, 
after decades spent wandering around the 
world, he came to understand that true 
strength comes from knowledge and 
determination. He prefers dialogue as a way 
to solve any matter, even though he 
understands that sometimes brute force is the 
only thing that some people listen to. He 
refuses to use deceit or lies to reach his goals, 
and has always been a shining example of 


respect for law and justice. This is the reason 
he has gathered so many followers and allies 
all around the world. 


ATZANTEOTL 


Ivaldi, Menlil, Skorpios. Patron of Corruption 
and Treachery 


Atzanteotl’s first form is that of a charming 
elven adventurer with a shady outlook (pale 
complexion and sly smile) wearing black 
clothes. His second manifestation form is that 
of a jet-black feathered viper with an elf's 
face and two arms concealed under the 
wings. 


Atzanteotl is fascinated by the process of 
corruption and he especially loves to see how 
any kind-hearted person can fall into the 
abyss of Evil and regret thanks to his 
machinations. Often, he loses interest in one 
project and starts looking for new ways to 
spread evil. His final goal is the complete 
annihilation of life on the outer world, and 
especially the destruction of all elves. 


BRINDORHIN 


Patron of Halflings, High Hero and Protector 
of the Five Shires, Patron of Abundance 


Brindorhin is an elderly hin with a noble 
appearance and a still strong physique, with 
curly white hair and long greying sideburns, 
clad in rich garments but barefoot, always 
smoking his favourite pipe and flashing an 
assuring and warm smile. 


Brindorhin/Gunzuth is a merry but pragmatic 
immortal, deeply fond of traditions and laws. 
He loves life deeply and teaches his 
worshippers to enjoy the fruits of the earth 
and their job without trying to find cheap or 
unlawful ways to gain more wealth. The 
greatest treasure for any halfling is in fact the 
safety of his home and the love of his family. 
Coberham and Nob Nar are his two 
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inseparable allies, together with his protégé, 
Finidel. He strongly opposes the immortal 
patrons of goblins and orcs, remembering the 
suffering that the hin endured at the hands of 
these humanoids before his rise to power. 


CHARDASTES 
Patron of Medicine and Healing 


Chardastes appears to be a tall man of a noble 
posture, high cheekbones, deep black eyes, a 
receding chin, and a snub nose. He is always 
clean shaven, wearing a long white linen robe 
of Nithian taste and holding a small silver bell 
in his left hand. 


Chardastes is principled, patient, and 
completely obsessed with protecting life, 
which he holds as the greatest mystery of 
universe. For this reason he hates death and 
destruction with passion, making undeath the 
outmost form of aberration to his eyes (and 
those of his followers). He teaches his 
followers to protect life at all costs and to 
respect the natural life-cycle. He encourages 
them to study the secrets of the human body 
and soul to better understand their nature 
and cure them. 


COBERHAM SHADOWGLINT 


Patron of Hin, Protector of the Five Shires, 
First Master 


Coberham appears as a middle sized hin clad 
all in black, with an aura of blackflames 
constantly flickering around him, which 
obscures his features. His only unmistakable 
feature of his visage is his silver-sparkling 
eyes and his magnetic gaze. 


Coberham is as wise as he is silent. He loves 
to ponder the deep issues of the Multiverse 
and to study all unique and innovative forms 
of magic. He has never stopped examining 


the Blackflame and learning about its origins 
and powers, inviting all his followers to 
handle these mysteries with care and secrecy. 
He's a loyal friend of Brindorhin, who shared 
with him the epic deeds of the Time of 
Heroes, and finds Nob Nar and Raven the 
perfect embodiment of the typical merry and 
easygoing hin. He has a deep respect for Ixion 
and Noumena, although he cannot really 
count them among his allies. His only 
enemies are the immortal patrons of orcs and 
goblins. 


CRETIA 


Patron of Jokes, Lord of Trouble and Chaos, 
Patron of War, The Troublestarter 


Cretia is a human with sallow skin, always 
intent to get about and to smile, with darting 
black eyes and often exaggerated and farcical 
movement; he is much attached to his clothes 
made up from a patchwork of many styles, 
materials and colours, and a rapier at his 
belt. 


Now Cretia is totally dedicated to the 
philosophy of Chaos, which for him 
represents the only way for avoiding the 
corruption and the stasis generated by Order. 
His attention is particularly concentrated on 
the Ethengarians. Every now and then, he 
will place problems and obstacles in their 
road. This is to spur them on in such a way 
that it increases their diversity and allows 
them to remain active and prosperous. He is 
worshipped by the Ethengarians as the 
bringer of chaos and jokes, and is further the 
patron of war intended as an instrument of 
lasting change. Today he is trying to expand 
his philosophy into the lands of the North, 
where he has clashed with the absolute order 
imposed by Vanya and Forsetta. 


DANEL TIGERSTRIPES 
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Patron of the Clan of the Tiger 


Danel is a slim human with obvious 
musculature, quick speed, and graceful 
movements like those of a panther. He has slit 
eyes like those of a cat (vertical pupils and 
gold-streaked irises); his body is covered by 
long healed scars similar to the stripes of a 
tiger. He wears a simple, short, sleeveless 
tunic and a short sword at his belt. 


The hate and rancour that Atzanteotl has 
made grow within him have erased any 
scruples or sense of compassion that once 
lived in Danel. He is now becoming a cruel 
and sadistic Immortal, who doesn’t lose any 
opportunity to induce suffering on mortals 
for revenge over the fate he has endured. 


DIULANNA 


Arduinna, Patroness of Will and Courage, 
Patroness of Hunting 


Diulanna is a young woman with a serious, 
almost severe expression, with clear skin and 
long fiery red hair, dressed in a short hide 
tunic, a loincloth, a pair of ankle boots of 
leather and a hair band made from a lion’s 
pelt, wielding a short stone-tipped spear (a 
typical Thyatian look) 


Diulanna is the patroness of will, courage, 
freedom of action and thought, especially 
among minorities, in particular working 
against the oppressive machinations of 
Rathanos. Diulanna is a wild and free spirit, 
and asks great determination and sacrifice of 
her followers since she never submitted to 
the injustices and will of despots. Diulanna 
also. greatly loves the hunt, of which she is the 
ritualistic patroness for various cultures. Her 
most faithful allies are Tarastia and Patura, as 
they admire her determination and have a 
common hatred for Rathanos, and his mentor 
Korotiku. She despises Rathanos and every 


Immortal that threatens the cultures she 
protects. 


EIRYNDUL 


Eyris, Shaibuth, the Adventurer, Patron of 
Cleverness, Patron of Shiye-Lawr, Patron of 
Adventure 


Eiryndul is a tall elf with long silver hair and 
a very smart outlook, clad with royal robes 
and wearing a golden crown engraved with 
frolicking sylvan beings. 


Eiryndul likes to taunt the other Immortals 
with pranks and tricks carefully planned to 
embarrass them without hurting them. He 
indulges in these jokes targeting especially 
Mealiden and Ilsundal. He is also famous for 
his romantic escapades both with mortals 
and immortals. For this same reason he has a 
heated rivalry against Valerias, guilty of 
refusing more than one of his advances and 
ridiculing him in front of the other 
immortals. To avenge himself he sponsored 
Kythria, a young immortal so similar to 
Valerias in many ways and a former cleric of 
the goddess of love, whom the goddess had 
repudiated out of jealousy. He is also in 
competition with Harrow, a young immortal 
of the Nightmare Dimension who hindered 
his plans too many times and is now 
threatening his authority on the Daendur 
elves. Harrow is also an ally of Loki in Hule, 
and Eiryndul considers this the worst of his 
sins, since Loki represents the negative face 
of Eiryndul: an immortal that uses cleverness 
and deceit to bring destruction. 


FORSETTA 


Porewit, Patron of Law and Justice, Patron of 
Loyalty, Patron of Vestland 


Forsetta is a tall blonde Norse man with a 
noble and calm attitude, wearing a white 
plate mail and holding a polished round 
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shield with his left arm and a golden sceptre 
with four large rubies (symbol of the Law) in 
his right hand. 


Forsetta is an honest and peaceable immortal, 
who pursues his goals of Order and Justice 
with near obsessive strength. He thinks that 
Laws and Codes of 
conduct are the only 
way to give order to the 
world and the only 
things that can bring 
harmony to mortals, 
which in turn can lead 
them to social progress. 
Forsetta does not 
approve the chaotic 
teachings of Cretia, and 
he argued a lot with 
him in the past, 
although he does not 
consider him a true 
enemy like Loki, Hel, 
and Vanya. 


FREY 


Brian, Fredar, Jarilo, 
Patron of Friendship 
and Fertility, Odin's 
Tactician 


Frey is a tall blond Antalian with a charming 
outlook and a lithe figure (he fights more 
with cleverness than with raw force). He's 
dressed in typical northman's clothes (chain 
mail, longsword at his side, horned helm and 
a pelt cloak). Frey is always accompanied by 
his golden magical boar, Gullinbursti, which 
he rides when charging into battle, and he 
owns Skipbladnir, a magical ship that can be 
folded to become so tiny that it fits in his 
pockets. 


After his ascension, Fredar became known 
among the northmen as Frey, protector of the 


Antalian blood. He also took the Kogolor 
dwarves (whom he had met in his mortal life) 
under his protection after Kagyar dumped 
them in the Hollow World, as well as the 
Icevale Elves. He is currently Odin's trusted 
advisor and has many followers among the 
northmen as patron of bravery in battle, 
tactics, loyalty, and 
friendship. Given 
the legends of his 
romantic prowess, 
he is also known as 
god of virility and 
fertility, and his cult 
is often associated 
with the cycle of 
seasons and 
agriculture in 
general. Frey is 
particularly liked by 
the lower classes 
because he 
advocates avoiding 
fighting whenever 
possible (contrary to 
the common warlike 
mentality of the 
northmen), and if a 
fight is unavoidable, 
itis better to use wisdom, cunning, and 
boldness than raw force to prevail. 


FREYA 


Brianna, Fredara, Lada, Patroness of Love and 
Beauty, Patroness of Family and Fertility, 
Mistress of Seidh, Keeper of Souls 


Freya is a tall blonde Antalian woman of 
unsurpassed beauty, with a slender but 
curvaceous body, clad in typical Norse clothes 
(chain mail, short sword and sickle at her 
belt, lambskin cloak on her shoulders). Freya 
is never seen without her beloved magical 
necklace, Brisingamen, an artifact crafted for 
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her by the finest dwarven artisans, and she 
loves to comb her hair into two long braids 
decorated with jewels. 


After her ascension Fredara became known 
among the northmen as Freya. She also took 
the Icevale elves and the Kogolor dwarves 
(whom she had helped during her mortal life) 
under her protection. Freyja likes to be 
surrounded by beautiful things and to show 
her own beauty without hidden goals. She is 
not a manipulator, but rather she enjoys her 
sensuality and has a very open and 
passionate character. Freya has deep feelings 
for her brother Frey and her patron Odin, 
whom she considers as her father. She has a 
strong following among the northmen as 
patroness of warrior women, fertility, beauty, 
love and sexuality, and Seidh (prophecy). 


GARAL GLITTERLODE 


Garl Glittergold, Patron of Gnomes, Patron of 
Invention and Crafts, Supreme Technician 


Garal appears to be a small dwarf-like being 
with a long thin nose, hairy sideburns and 
eyebrows, unkempt hair and keen eyes, with 
a merry attitude, always wearing colourful 
but a bit dirty clothes and carrying a toolkit. 


Garal is an industrious person and is always 
doing something, usually performing several 
different tasks at the same time to avoid 
wasting time. He is extremely precise as well 
as ingenious and has been blessed with a 
creative spirit not common even among 
immortals. He hates both Kurtulmak 
(responsible for destroying the gnomish 
realm of Falun in the Soderfjord region) and 
Ranivorus (which represents the result of an 
aberrant crossbreed between gnomes and 
trolls). His only friend and ally is his former 
patron Kagyar, whom he still regards as a 
master craftsman to be praised and imitated. 
In the past he has also cooperated with 


Wayland and Tlmarinen (two pioneers in the 
field of inventions like him) and with Frey 
and Freya (to protect the Kogolors). 


HALAV 


Redhair, Svetovid, Vidar, Patron of Warfare, 
Patron of Weaponsmiths, Patron of Traladara, 
Patron of Kendach, Protector of Milenia, Bane 
of the Humanoids 


Halav is a well-muscled red-haired human 
warrior with a golden crown, wearing a 
bronze cuirass and wielding a shortsword. 


Halav is a fierce enemy of all immortal 
patrons of humanoids, with the exception of 
Karaash, whom he respects greatly for his 
tactical skills and honour on the battlefield. 
He also despises Vanya for the hatred she 
shows towards his protégés (the Milenians), 
and tries to hinder her plans whenever they 
threaten the Milenians or the Traldars. 


HATTANI STONECLAW 
Patron of the Clan of the Bear 


Hattani is a tall and imposing, cooper-skinned 
human with a well defined body in perfect 
condition, with a wise-looking face and 
square features marked by war paint and 
long black hair gathered into a ponytail. He 
wears at his neck a talisman with the claws of 
a bear hanging from a strip of leather and 
always hefting a warhammer with a stone 
head decorated with eagle feathers, while his 
only other clothes are his deerskin trousers 
and boots. 


Hattani is similar to Atruaghin, very reflective 
and just, but very quick to act and more 
expert in the tactics of war than his patron, 
who he serves with unwavering devotion. He 
feels more pity than anger for Danel, 
recalling that once he was a just and capable 
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leader, and concentrates all his rancour 
against Atzanteotl. 


HEL 


Erel, Kala, Nyt,Hiisi, Marzanna, Patroness of 
Reincarnation, Keeper of the Netherworld, 
Queen of Ice and Shadow 


Hel appears as an extremely pale woman 
with a split face. One half is totally 
featureless, while the other half is 
breathtakingly beautiful. She is clad in 
jet-black simple clothes. 


Hel has plots going on all over the Multiverse, 
and she's greatly feared by mortals who know 
her. Together with Thanatos, she's the most 
powerful immortal of the Sphere of Entropy, 
and they compete fiercely for domination. 
She is fascinated by the cycle of life and 
death, by the juxtaposition of Good and Evil. 


She does not believe that death shall prevail 
in the end, as Thanatos hopes, but rather she 
believes in the cosmic order which gives Law 
and Chaos their place and time in the cycle of 
things. She knows that Law's predominance 
over the universe is nearing its end, and that 
it's just a matter of time before she achieves 
her final goal and brings Ragnarok to the 
Multiverse. After that, Entropy will rule and 
she'll be the sole Queen of the universe. For 
this reason it is of paramount importance 
that she reincarnates evil beings into 
newborn creatures, increasing the chaos 
factor in the cosmos and accelerate Ragnarok. 


Hel is particularly obsessed with shadows 
and cold energies, which she feels closely 
resemble her own soul. For this reason she 
has more followers in areas where cold and 
darkness abound. Hel's only ally is Loki, even 
if their cooperation is not constant. She is 
Odin's sworn enemy, and opposes the whole 
pantheon of the Aesir. She agrees with Odin's 


visions about the coming of the Ragnarok, but 
she does not intend to play along with the 
role that Odin's prophecy assigned her (she 
will be killed by one of Odin's sons). Instead, 
she is trying to eliminate most of the Aesir 
before the Ragnarok comes, in order to gain 
the upper hand. 


ILSUNDAL THE WISE 


Ayodhya, Dain, Tiuz, the Guide, Laksman, Sita, 
Tapio, 


Patron of Elves 


Ilsundal is an elderly elf with a wise gaze, 
whose hair colour and garments change 
according to the fashion of the elves he 
appears to (he represents them all after all). 


Ilsundal is a patient and thoughtful immortal 
blessed with great sensitivity and wisdom. All 
the centuries spent as elf first and immortal 
afterwards only increased his quiet character 
and his slow and studied habits. Now he 
shows the most seraphic calm even in the 
middle of the most furious of battles. He 
always watches over his followers and 
assures that the elves still hold to the ancient 
sylvan ways and don't abuse of the knowledge 
and arcane arts they master. Ilsundal's most 
trusted friend and ally is Mealiden, the first 
king of Alfheim who always guards his 
patron. Ilsundal is also a good ally of Calitha 
and Ordana, who share his love for nature 
and the elven race. He loathes Atzanteotl and 
Idris, two immortals bent on destroying and 
corrupting the elven race, and must always 
be on watch against the evil schemes of these 
Entropic immortals. 


IXION 


AyaziHimayeti/Aksyri, Dazbog, Horon, Idu, 
Orisis, Otzitiotl, Pyrak, Pyro, Solarios, Father 
Sun, Tabak, Tubak the Lawgiver, Tyr, 
Warruntam, Xi-Yang, Lord of Light and Energy 
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Ixion appears as a 
male whose race 
changes depending 
on those who observe 
him. No matter which 
race he belongs to, 
however, he has 
always a long mane 
of shining golden 
hair, flaming eyelids 
and his skin tone has 
a golden hue. He 
wears a golden silk 
robe and carries a 
flaming sword at his 
belt, and always 
moves around on a 
giant flying flaming 
wheel. 


Ixion is the embodiment of the sun in all its 
glory, and he has been worshipped by 
mortals since the beginning of time as patron 
of light, life, and the natural order of the 
universe opposed to chaos and death. As 
Tubak the Lawgiver, he is revered for his 
ability to rule with the wisdom of common 
sense rather than through iron laws. Ixion 
promotes knowledge as a means to reach 
salvation: the wise men are those who leave 
the darkness of ignorance to gaze upon the 
light of knowledge (another aspect of his role 
as "light-bearer"). He strives for the victory of 
the positive spheres (led by Energy) over the 
negative influence of Entropy. He does not 
like strict codes or laws, so the only rules he 
preaches to his faithful are to oppose Entropy 
and its followers, to maintain peace through 
every means (even with war), and to always 
pay him due worship. 


Ixion embodies perfectly the sphere of 
Energy: full passion and vigour, ironic, 
hot-tempered and always in motion, but also 


contemplative, 
thoughtful, wise, and 
lenient. His most 
trusted allies are 
Valerias (his eternal 
soul-mate, despite all 
the quarrels that 
mark their 
relationship), 
Asterius (the most 
clever and merciless 
enemy of Entropy), 
and Ka (who shares 
Ixion's goal of 
protecting universal 
balance and the 
Hollow World). His 
most hated enemies 
on the other hand are 
the most powerful and ruthless among the 
Entropics, which is to say Thanatos, Hel, and 
Atzanteotl. 


KAGYAR THE ARTISAN 


Belsamas, Ka—Gar, Modsognir, Nin—Agar, 
Flasheyes, Pater, Ptahr, Patron of Dwarves, 
Patron of Craftsmen, Protector of Miners 


Kagyar is a sinewy human of average stature, 
with a short, black, vainly well kept chin 
beard, greying black hair, small hollow eyes 
that burn with the flame of creativity, dressed 
in a simple tunic of white linen, with a turban 
on his head (or the drawn hood), a medallion 
at his neck that holds his symbol and with a 
hammer and a chisel at his belt. 


Kagyar is the patron of craftsmen and the 
dwarven race, and has little interest in 
anything else. He can grant great inspiration 
to any individual who demonstrates an innate 
talent for arts and crafts, but tends to become 
distant and disinterested in anything else, 
even if he is infuriated when assisting in the 
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destruction of great natural or artificial 
works. His only true ally is Garal, who he 
considers a brother for their similarities. He 
occasionally collaborates with Ka, Wayland, 
and Polunius on ambitious projects that affect 
the Sphere of Matter or art in general, but 
hasn’t formed with them a bond that would 
define them as friends or faithful allies. 
Kagyar has no particular enemies, save for 
any Entropics sworn to destruction and to the 
humanoids (Orcus and Jammudaru) that have 
often interfered with his plans. 


KHORONUS 


Fu Shi Liu, Naabu, Father Time, Keeper of the 
Gates of Time, Patron of History and 
Philosophy 


Khoronus is a tall human of a solemn 
attitude, so old he appears ageless yet without 
being elderly or hunchbacked, with long 
white hair and an equally long white beard, 
dressed in a regal though simple tunic. 


In the course of millennia Khoronus has 
always tried to spur on the mortals, especially 
government leaders, to carefully consider 
their own responsibility to use wisdom and 
farsightedness in their decisions. He favours 
the birth of different philosophic academies 
in which peacefully argue of politics and good 
government. He always carefully ponders any 
problem before taking a decision, a fact 
which often exasperates his equals, those 
who instead want quicker and resolute 
decisions. Moreover, he exhorts the faithful, 
and their allies, to patient dialogue before 
acting, in the conviction that it is easier and 
more useful to resolve the problems with 
dialectics rather than with the breach of 
trust. 


He is universally recognised as the patron of 
wisdom and the mysteries of Time, of which 
he became the supreme hierarch after 


numerous centuries of slow and constant 
growth. He became the faithful companion of 
Djaea after her ascension, sharing her 
interests and reflective nature. At the 
moment he is particularly careful in 
monitoring the flow of time in order to 
prevent creation of destabilising paradoxes in 
the Prime Plane. Moreover, he is the most 
interested among the Immortals at 
researching the truth about the existence of 
the Old Ones, as well as discovering the 
hidden mystery that is behind the 
disappearance of the previous generation of 
Immortals. He is preoccupied by the fact that 
any catastrophic event that had brought 
about their disappearance could happen 
again in the future. 


KOROTIKU 


Guan Zi—You, The Shapechanger, Saimpt 
Renard, The Supreme Spider, Yehm, The Cheat, 
Patron of the Pear Islands and the Tanagoro, 
Patron of Spiders 


A large black spider comically plump with the 
smiling face of a human with negro traits. 
The second form is that of a tall Tanagoro, 
stately and elegant, dressed in the royal dress 
typical of the Tanagoro (the fur of a lion or 
tiger) and the usual scornful grin that he 
never loses. 


Korotiku is patron of the non-evil arachnids 
(in contrast with Arachne Prime), guile and 
jokes that induce reflection, and for this hates 
Loki, who instead creates destructive and evil 
jokes sole to induce pain and chaos, and is a 
heated rival of Masauwu and Harrow (once 
his pupil and now ally of Loki), masters of 
those illusions that he seeks to smash. 


His shrewd and extremely burlesque 
character makes him a true and proper 
volcano of ideas and resources. His objective 
to drive others to use their intellect to survive 
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and prosper, to discredit clichés and demolish 
the illusions, and to reconsider the values of 
the society in which they live and to never do 
the predictable. They should accomplish 
these things by any means (the more amusing 


and embarrassing, the better). Even if at first 
sight it seems that his behaviour is irrational 
and without aim, in reality Korotiku always 
has a very precise plan in mind, and any of 
his actions are directed to stimulate thinking 
in mortals and in his Immortal equals (even if 
most of them are not able to profit from the 
ingenuity of their stratagems). His cult finds 
proselytes especially among shrewd 
adventurers, more astute thieves, and 
reckless and independent corsairs. 


KORYIS 


Patron of Peace and Prosperity, Patron of 
Ochalea 


Koryis is a pure Alphatian of gaunt physique, 
with a pallid complexion and hollow cheeks, 
wearing a simple tunic and an air of 
determination and suffering. 


Koryis is the typical pacifist, faithful to the 
order that rejects any cutting instrument and 


to a creed that says that it is possible to 
resolve all problems and disagreement with 
dialogue. For this he is not greatly followed 
by the ardent and chaotic Alphatians, and is 
not closely watched even by the more 
vehement and warlike Immortals. His only 
allies are Alphatia, Guidarezzo, the Shaper, 
and Razud (the third more on and off), while 
all the Entropic bringers of chaos and 
destruction are his enemies; in particular 
Alphaks, who he's known since both were 
mortal and who he has never forgiven for the 
devastation caused to Old Alphatia. 


LOKI 


Bozdogan, Farbautides, Lokar, Veles, Patron of 
Hule, Prince of Lies and Deceit 


Loki typically appears as a pale skinned 
Antalian with red hair, hawk's nose and a 
maliciously clever gaze, wearing simple 
Antalian garments of animal pelts. 


Loki is a master of deceit and treachery. His 
goal is to set his enemies' against each other 
to provoke destruction and suffering, and he 
often succeeds in his attempt thanks to his 
great manipulation skills. 


He especially likes to pretend to be ready for 
redemption, luring good-willed immortals to 
befriend him and fight for his cause, and then 
he betrays their trust in the most critical 
moments. Loki does not actively seek new 
followers as many other Immortals do, since 
he is particularly insensitive to the prayers of 
his worshippers, as he believes that all people 
will follow his way eventually. In fact, he 
believes that all mortals have a natural 
tendency towards evil and selfishness, and 
the most evident proof of this is that the 
world is so ripe with treachery and deceit 
that causes the mortals’ constant downfall. So 
he simply teaches his followers to increase 
entropy in the world and act for their own 


99 


gain at the same time, and this can only be 
done by becoming master manipulators in 
order to avoid being deceived first. 


Loki is constantly weaving his plots and 
deceits against Immortals and mortals alike, 
particularly as patron of Hule. Over the 
centuries, he has become an enemy of Odin 
(because of his alliance with Hel), Thor (who 
he opposed during his mortal life and rise to 
immortality), Frey and Freyja (whose 
goodness and loyalty he finds nauseous), 
Eiryndul and Korotiku (who despise him for 
using cunning and deceit for destructive 
purposes). He also likes to torment and 
ridicule Stodos, Lord of Ice and another ally 
of Hel, but she does not consider this rivalry a 
true enmity and leaves them to bicker like 
small children. 


MEALIDEN STARWATCHER 


The Guardian, Milan, The Red Arrow, Patron of 
Alfheim, Caretaker of the Elves, Patron of 
Explorers and Adventurers 


Mealiden appears as a young warrior elf with 
a daring smile. He is clad in practical hunting 
clothes of sylvan hues. He always carries a 
longbow on his back and has many sparks 
hovering around his head, the speed of which 
indicate his mood - they move slowly when 
he is calm and quickly when he’s agitated 


Mealiden is Ilsundal’s chief ally and 
bodyguard, the ever-watchful caretaker of the 
Alfheimers and of all those elves who 
worship him. Since he took on the 
responsibility of protecting and saving his 
kinsmen little remains of the brisk and 
mocking character he had during his youth. 
He is a serious and strong-willed Immortal 
now, but he has not lost his love for 
adventure and epic challenges, and he shows 
a preference for bold and light-spirited 
adventurers. He is utterly loyal to Ilsundal’s 


cause and occasionally cooperates with 
Zirchev, as both share a love for the woods 
and woodland creatures. He hates Atzanteotl, 
the nemesis of all surface elves, and fights all 
Ilsundal’s enemies. 


MINROTH 


Patron of Minrothad, Patron of Hope and 
Prosperity 


Minroth is a 30 year old athletic human with 
black beard & moustache, short jet-black hair 
tied with a leather circlet, a typical Nithian 
nose, tanned skin, sparkling eyes full of hope, 
wearing sailor's clothes and a bronze cuirass 
with a silvered mace tied at his belt. 


Minroth is a wise and good willed Immortal, 
who occasionally sends his followers omens 
to inspire them to peaceful cooperation. He 
prefers to watch over their lives without 
interfering and teach them that the best way 
to happiness is through self-esteem, 
dedication to one’s work, and hope. Hope is 
the central point of Minrothism: the faithful 
must hope for a better future created by the 
chosen of Minroth, a life where only those 
who work with honesty and passion can 
become wealthy and attain true happiness. 


NOB NAR 


Patron of Halflings, Protector of the Five 
Shires, Patron of Adventurers and Audacity 


Nob Nar appears as a young halfling in the 
prime of his life. He is little more than a 
metre tall but has a lean and stately physique 
with sun-tanned skin. His long, black hair is 
gathered at the nape of his neck. His astute, 
unintimidating eyes and a cynical and 
derisive smile on his face proclaim his 
troubadour spirit and his big mouth. He 
wears simple travellers clothing, and at his 
side wears his faithful Zanna (a magic rapier 
derived from the tooth of a dragon). 
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Nob Nar has never lost his vocation for 
entertaining and impossible adventure, and 
he watches with favour all those individuals 
that risk their lives to follow dreams of glory 
and for the good of the next. He is a faithful 
ally of Brindorhin and Coberham, with who 
he is busy watching over the welfare of the 
hin of the Five Shires. He has never stopped 
admiring and helping his patron, Sinbad, who 
is everything Nob Nar 
aspires to be. Since 
becoming immortal, 
he has developed a 
strong attraction for 
Arnelee, a woman 
given of great courage 
and astuteness and 
who shares his 
passion for 
adventure. 


ODIN 


Wotan, Viuden, 
Taranos, Zephyr, 
Amon, He Who 
Watches, Grammaton, 
Jumal, Oloron, Father 
Sky, Perun, Patron of 
the Northlands, Patron 
of Fair Rulership and 
Nobility, Lord of Sky and Winds 


Odin appears to be an elderly bearded man 
wearing an eyepatch over his left eye, with 
broad shoulders but an arched back, clad in 
grey dusty clothes, with an old hat and cloak, 
holding a long spear while walking witha 
staff. His two ravens, Hugin and Munin, 
always follow him and he often appears 
riding his mythical eight-legged flying horse, 
Sleipnir. 


Odin teaches his followers to use their wits 
and intelligence in life, seek knowledge and 


wisdom through experience, and to keep in 
touch with the world around them. He urges 
his followers to become wise and fair leaders, 
follow the example of virtue and justice of the 
more enlightened rulers, savour the joys of 
life and learn from their mistakes instead of 
living as hermits. He surrounds himself with 
a group of immortals he has sponsored or 
helped during their quests for immortality, 
the so-called Aesir and 
Asynjur, who make up 
most of the northmen’s 
pantheon. He’s also 
allied with another 
group of Immortals who 
are known as the Vanir 
by the followers of the 
Antalian Cult. 


His two enemies are Hel 
and Loki. Hel is his 
opposite, who 
reincarnates souls of 
evildoers to spread chaos 
and evil in the world as 
much as he reincarnates 
the good souls to rally 
more champions. Loki is 
one of the Aesir, but he’s 
doomed to betray 
everyone much like he did with his former 
patron Rathanos. Despite knowing and 
foretelling this, Odin insists in keeping him 
among his “children”, and close by where he 
can keep an eye on him. 


ORDANA 


Mother Forest, Thendara, Breig, Tawnia, Ui, 
Patroness of Sylvan Races, Mother of the Elves 


Ordana manifests herself in various forms, 
according to the cultures she is revered by. 


* Mother Forest / Ui: An imposing and 
verdant oak treant. 
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* Thendara / Tavvnia : A beautiful elven 
maiden with long flowing hair and 
emerald green skin clad with 
woodsman clothes. 

* Ordana / Breig: A charming dryad with 
emerald green hair and eyes, clad in a 
simple thin tunic made with the leaves 
of different trees. 


Ordana is a force of nature, and she embodies 
the majesty and timeless strength of forests 
and woodland races. For this reason, she 
views herself as protector of all the races that 
dwell in, respect, and love the forest. On the 
other hand, she passionately opposes all 
those civilizations that destroy woodland 
areas or mindlessly use fire (thus, she 
considers Rathanos and Zugzul her enemies). 
Despite losing many followers to the elven 
immortals, she considers Ilsundal, Lornasen 
and Calitha loyal allies, and she knows she 
can always count on the Korrigans’ 
protection, on Zirchev’s aid, and on Ka’s 
wisdom. 


PETRA 


Warden of Traladara, Patroness of Defenders, 
Patroness of Besieged Cities 


Petra is a petite woman with a light 
complexion and short dark hair who sports a 
determined and severe countenance. She 
wears an ancient bronze cuirass of Traldar or 
Milenian tradition and wields a round shield 
on her left arm and a heavy mace in her right 
hand. 


Petra is a very practical immortal who 
doesn’t like nonsense and trivialities. She 
does not feel pity for those who do not have 
the courage to challenge fate and adversity 
and prefer instead to cry and mourn. She 
prefers those characters that go on despite 
the hardships and never fear to face the 
impossible. Petra is the patroness of many 


warrior clerics, of those who defend besieged 
settlements, and of Traldars and Milenians 
(and their descendants) all around the world. 
She is often in open disagreement with Vanya 
because of Vanya’s disposition for conquering 
anything (including Karameikos), and 
because Vanya is sworn enemy of the 
Milenians. She also despises Leptar (aka 
Hircismus) who played a large part in the 
collapse of the last Traldar cities. 


PROTIUS 


Ahti, Manadyn, Manwara, Nithys, Father 
Ocean, The Spuming Nooga, Old Man of the 
Sea, Sovereign of the Oceans and Water, 
Patron of Sailors, Protector of Marine Fauna 


The race of Protius's manifestation form 
varies based on each type of follower that 
worships him, but all (human, triton, merrow, 
etc.) share certain characteristics. He always 
appears with the traits of a male individual of 
advanced age, with a beard, moustache, and 
hair of greenish algae, with a nude body or 
enveloped by algae that constantly drips salt 
water, and a trident held in his fist. His face is 
mercurial: at one time, he is calm and 
seraphic, then suddenly he is happy, only to 
get angry the next moment, passing to 
alternate stages of reflection or determined 
by his fixed expression. His other 
manifestation forms are a great dolphin of 
remarkable intelligence and gigantic whale. 


For millions of years Protius has embodied 
the sea in all its aspects: beauty, abundance, 
unpredictability, danger, vastness, riches, and 
mystery. During the evolution of the species, 
he has always presided and watched over the 
oceans; causing storms and calming the 
oceans at his will in order to make mortals 
understand just one thing: that he is the 
unchallenged lord of Mystaran waters, which 
effectively is the only thing that matters to 
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him. Protius is a loner and doesn’t 
particularly love the human or humanoid 
races; not that he detests them: he simply has 
no interest in their fate. Usually he receives 
the prayers of sailors and fishermen, and he 
either listens to or ignores them depending 
on his whims. What he truly values and is 
only interested in are the subaquatic races, 
animals (including those intelligent ones) and 
plants. Even so, he can be persuaded to help a 
land-based human or demihuman if it has 
performed particularly generous acts towards 
the sea and the marine beings that Protius 
protects. 


RAD 


Etienne d'Ambreville, Patron of Glantri, Patron 
of Magic, Lord of Radiance 


Rad appears to be an elderly man with a long 
white beard, a gruff outlook, but with keen 
and piercing eyes, wearing a long robe 
embroidered with mysterious runes and 
magical symbols. 


Rad is brilliant, unpredictable, lonely, and 
terribly stubborn. While he impersonates 
Etienne, he pretends to be absent-minded and 
gruff, in order to make others believe he is 
senile, while his mind is as keen as ever. Rad 
enjoys teasing all those people he considers 
too proud or stiff-necked by using his typical 
Averoignese irony. In particular, he irritates 
Ixion every time he can, since he has never 
acknowledged his leadership in his Sphere. 


This irreverence for the immortal hierarchy 
obviously brings him the sympathy as well as 
the hatred of many fellow immortals. Rad’s 
irreverent character is often the point of 
many debates within the Sphere of Energy, 
where many hot-headed immortals who want 
to shake the hierarchy and overthrow the 
reigning immortals follow his example. 
Despite his stubbornness and his boldness, 


Rad is too kind-hearted to take his enemies 
seriously. 


RAFIEL 
Patron of the Shadowelves, Patron of Science 


Rafiel is a middle-aged human with meek 
outlook but a piercing and cunning gaze. He 
wears a white tunic (a scientist’s apron) and a 
pair of spectacles. 


Rafiel is a calm, wise, and good willed 
Immortal. It was because of his extreme 
humanity and sense of duty that he helped 
the Shadowelves survive their affliction and 
that he became so attached to them. The 14 
Verses he gave them as his commitments may 
seem harsh at times, but they have helped 
protect the Shadowelves and allowed them to 
thrive over the centuries. His followers have 
however always considered him stern and 
severe because of these religious traditions 
(such as the habit of abandoning the 
malformed babies in the upper tunnels and 
chase off the elderly elves), but this is only 
because they do not know the reasons behind 
these laws. In fact, Rafiel guides various 
humanoids to find and raise the malformed 
Shadowelves as their babies, to purify the 
Shadowelf race of radiation and infiltrate his 
followers among the humanoids. 


His main interest is the different kinds of 
energies found throughout the Multiverse, in 
particular the Radiance, and he has always 
secretly studied that same energy which 
made him immortal. His most ambitious 
project is the construction of a nuclear 
reactor known as the Chamber of the Spheres 
(similar to the Beagle’s Nucleus) under the 
Refuge of Stone, with the only purpose of 
assuring that all the principles and scientific 
laws that he based his mortal life on are still 
viable (a clear sign of an 
obsessive-compulsive personality). For this 
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same reason, he is very interested in Rad’s 
researches, and even if they are not allies, 
they often collaborate to further their 
experiments. 


Rafiel is a pacifist but he has always used 
every means to fight against Atzanteotl’s 
influence over his people. Atzanteotl is his 
only true nemesis, and he’s held responsible 
for corrupting many Shadowelves (among 
which are the Schattenalfen) to the cause of 
Entropy. 


RATHANOS 
Ra, Patron of Nithia, Lord of Fire 


Rathanos appears to be a 7 foot tall humanoid 
made of blazing fire, without any distinctive 
features. 


Rathanos is obsessed with power and his 
misogynist view of the universe, which leads 
him systematically to oppose every female 
immortal just for being female (the same 
attitude is also present in many of his clerics). 
Rathanos’s only interest is the complete 
transmutation of all matter into energy, 
particularly fire. 


He is constantly searching for a spell that will 
allow his followers to transform into beings 
of pure energy, making them indestructible 
and immortal. However, up to now his 
research has not produced the ultimate spell, 
and therefore he continues to push his 
followers along this path, promising them 
that this is the only way they will achieve true 
immortality. If his plan ever happens, he will 
create a nation of beings that will be born as 
mortals and learn as fast as only mortals can 
do, but who will later become eternal beings 
serving the cause of Energy. 


Because of his character and goal, he is in 
eternal conflict with many female immortals 
(notably Tarastia) and with Zugzul, patron of 


fire giants and self-appointed Master of Fire 
way before Rathanos rose among the 
immortal ranks. 


TAHKATI STORM-TAMER 
Patron of the Clan of the Horse 


A copper-skinned human much smaller than 
normal, but with shoulders so wide and 
muscular the result is both imposing and 
threatening. The sides of his head are shaven 
and the remaining hair is gathered in a black 
mane similar to that of a horse, whilst the rest 
of his body is nude, except for a linen 
loincloth held up by a belt that also holds the 
scalps of his enemies, and a dagger carved 
from a buffalo’s humorous. 


Since Atruaghin became immortal, the two 
have frequently collaborated, and even if they 
are not true friends, they respect each other 
and Tahkati is faithful to Atruaghin. Because 
of his fierce, haughty, and determined 
character (which frequently causes him to 
respond to any provocation, placing him in 
difficult situations) he doesn’t approve of 
Atruaghin’s calm and temperance, and 
wishes that Atruaghin would be quicker and 
more decisive in promoting the crusade 
against the Entropic Immortals and the Clans’ 
enemies. 


TARASTIA 


Pax Bellanica, The Judge, Var, Ta Lai Si-Fa, 
Patroness of Justice and Revenge, Mistress of 
Truth and Order 


A human female with dark, tanned skin, with 
a square jaw, always with a serious 
expression and an impassive air, she wears 
black plate armour and carries at her side a 
black, executioner’s axe. 


Tarastia is obsessed by the concept of Justice. 
She helps those who pursue a just vendetta, 
but only if it concerns an important and 
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serious deed. She does not urge her faithful to 
give out punishments that are severer than 
the crime, but she shows no mercy when 
dealing with people who have deliberately 
ignored the laws. To her thinking, these are 
the only pillars that keep any society from 
falling into anarchy. Tarastia does not 
approve of the methods of Koryis and 
Alphatia, which are too peaceful and 
permissive in her view, even if she does not 
consider them enemies. Her real enemies are 
the chauvinist Rathanos and the brutish 
Jammudaru. Her only ally is Diulanna, who 
shares Tarastia’s determination and appetite 
for justice. 


TERRA 


Cay, Dun, Frigg, Maderakka, Mother Earth, 
Magna Mater, Marau-Ixui, Mokosz, Mut, 
Sumag, Yamag, Yamuga, Patroness of Life and 
Fertility 


A squat, human woman clad in simple brown 


robes with dark skin without any particular 
racial traits. Her expression is both stern and 
compassionate. The colour of her hair varies 
with the time of the day: rosy red at dawn, 
brown during the morning and afternoon, 
blond at midday and black from sunset until 
sunrise. 


Terra’s main interest lies in the creation and 
protection of new living species, and she tries 
hard to do this especially in those areas of the 
universe where Matter dominates. Terra 
oversees many aspects of a planet’s or a 
civilization’s life cycle and she is worshipped 
throughout the Multiverse as Patroness of 
Life, Birth, and Fertility. Even if she despises 
the plots and intrigues most immortals spin 
every day, she would do anything to protect 
the interests of her own Sphere and to 
triumph over death and chaos. 


Terra is extremely stubborn and focused on 
ancient laws and order. She does not follow 
new theories, nor does she promote changes 
from the primeval order of the Multiverse. 
Order and life must be protected at all costs. 


THANATOS 


Tha-to, Karr, The Grim Reaper, Old Nick, 
Father of Demons, Darga, The Eternal One, 
Patron of Death and Destruction 


A humanoid wrapped in dark stained 
bandages that hide his features, wearing a 
wide black robe, with decomposed wings on 
his back and a black rusted scythe tightly 
hold in his skeletal claws. 


Thanatos hates every kind of living form, and 
he considers death as the only possible 
remedy to the pestilence that the living 
spread through the universe. So, he tries to 
bring death and destruction everywhere: this 
way Chaos will rule and death will be the 
perfect state of the universe. 
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He uses any and every way to attain his goals 
(both brute force and complex schemes), 
which makes him the most active Entropic 
Immortal in the universe. It doesn’t matter 
how important his goal is (whether it affects 
an individual or a whole country); Thanatos 
always focuses all his efforts to succeed with 
merciless devotion, savouring all of the 
individual moments of grief he causes to the 
living towards the final ends. He often loves 
to kill mortals and assume their identities to 
deceive his enemies and personally push his 
plans further, but most of the time he has to 
rely on the thousands of worshippers he has 
across the Multiverse to spin his web of 
wickedness. 


Thanatos has no stable allies, but he never 
hesitates to use other immortals as pawns or 
conscious (albeit temporary) allies in his 
plots, and none of the 
immortals he sponsored 
would ever dare to refuse 
his requests. Thanatos has 
always survived thanks to 
his incredible cunning 
and merciless soul, and, 
because he knows has all 
the time in the 

Multiverse, he never 
needs to rush his 
schemes. 


THOR 


Donar, Donegal, Tuatis, 
The General, The 
Thunderer, Dugong, 
Patron of Warriors, Lord of Battle and Honour 


A powerfully built Antalian with fiery red 
hair and beard, wearing a chain mail with a 
typical Norse horned helm and a huge 
warhammer at his belt. 


Thor is the embodiment of the perfect 


warrior, and he demands his followers to stay 
true to his code of conduct based on honour, 
courage, and respect for tradition. Fearless 
and ever ready for battle, Thor has an 
easygoing character most of the time, even if 
he’s prone to fits of rage when offended or 
teased, something Loki loves to do whenever 
they meet. 


Thor considers all Aesir as his allies except 
for Loki (who doesn’t miss a chance to 
ridicule or trick him), and he is often in 
leaguewith Hymir, the only giant immortal he 
gets along with (thanks to Hymir’s ability 
with liquors and a few common adventures 
they had while mortals). He also considers 
Bartziluth, Bemarris, and Madarua (the only 
mortals he sponsored to immortality) as his 
three children (Modi, Magni, and Thrud 
according to Antalian legends); precious allies 
always ready to obey his 
commands. He hates Zugzul 
with a fiery passion because 
he’s patron of all those evil 
giants who frequently 
tormented his people, and he 
constantly watches Hel’s moves 
because of her alliance with 
Loki. He also opposes Kiranjo, 
who tried to influence the 
Norse berserker with his cult of 
Gylgarid, and for this reason he 
beat him soundly in an open 

. immortal contest. 


VALERIAS 


Ashanti, Biao Hun Xi—Ai, 
Girder-on of Weapons, Hathnor, Isiris, Shaya, 
Sjofn, Vanu, Immortal of Love, Patroness of 
Passion and Desire, Lady of Charity, Protector 
of Lovers 


A most beautiful woman who appears to be of 
the observer's race, dressed in clothes of 
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uniquely tasteful design and precious jewels 
typical of the culture to which she manifests, 
besides a pair of golden earrings that 
represent the rising sun, a gift of her lover 
Ixion. 


Valerias is a very passionate Immortal and as 
such, her temperament is stormy, proud, and 
sanguine. She likes to meddle in the affairs of 
mortals and is inclined to intervene indirectly 
to help all those mortals that affect her 
fantasy or demonstrate charm and charisma. 
These rushes of blood are however transitory, 
and so as suddenly as her interest for a story 
or an individual can bloom it can diminish 
equally rapidly when it grows troublesome or 
predictable. Even her romantic relationship 
with Ixion, which has lasted since time 
immemorial, suffers disruptions from time to 
time when Valerias loses her head to 
someone else, but in the end she always 
returns to Ixion, when looking for stability. 


Despite being both the uncontested patroness 
of love and beauty, she has however recently 
began to feel a serious rivalry towards 
Kythria, a young Immortal who was once her 
priestess and who is now under the 
protection of Eiryndul (another Immortal that 
Valerias detests for his unendurable 
arrogance and his repeated advances), who 
seeks to steal her place and her followers. 
Furthermore, given his spirited and unstable 
character, she doesn’t support the pedantry of 
Khoronus, often ending with her arguing 
with him. 


VANYA 


Belbion, Faria, the Grey Lady, the Inquisitor, 
Matera, Varellya, Patroness of War and 
Conquerors, Patroness of the Heldannic 
Knights, Patroness of the Kubitts 


A human woman of medium height with 
brown eyes and long brown hair worn ina 


single braid, wearing a red dragonscale 
armour, horseman’s clothes and spurs on the 
boots, and carrying a pair of weapons always 
fastened at the belt (long sword or short 
sword and spear). 


Vanya is the perfect example of a person who 
lived by leaps and bounds. During her mortal 
life, she launched herself without restraint 
into every war, battle, adventure, challenge, 
and even personal relationships. As an 
Immortal, she views with favour all those 
individuals who live their life to the max as 
she did herself. Vanya appreciates above all 
those followers who never hesitate when 
faced with danger, but are prepared to test 
their faith and their force of will against 
impossible challenges. On the other hand, she 
despises cowardice and doesn’t hesitate to 
punish cowards and traitors. 


For Vanya, war is an art that must be 
appreciated, practiced and undertaken 
seriously. She believes, in fact, that war and 
conquest are the major forces that influence 
the history and culture of any society. War 
tests people’s willpower and resourcefulness, 
where only the best survive to improve the 
world. Likewise, conquest stimulates 
progress, since it brings together different 
civilizations (the victorious and the defeated 
ones) and forces them to confront each other, 
mixing elements of both to generate new 
ideas, new possibilities, and new paradigms. 


Vanya also knows that war brings 
destruction and desperation, and that if the 
conqueror is not wise, the risk of negating all 
the benefits of the conquest with its 
dysfunctions (tyranny, abuse, and indolence 
were the mark of the Milenian conquerors to 
her) is high. Therefore, only those who 
master the art of war will be capable of 
choosing the future of the world, and for this 
reason, she trains her followers to cover this 
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role. 


Vanya does not like to maintain the status 
quo, since her vision of the world reflects her 
personality: ever 
changing and full of 
possibilities, much like 
any battle. She blesses 
the winners: she does 
not care the purpose of 
the battle; she just 
cares for victory and 
the glory that comes 
with it. Vanya shows no 
mercy towards the 
losers or the weak 
ones, and she does not 
care to promote 
kingdoms or laws that 
will eventually led to 
stagnation and 
therefore to indulgence 
and sloth. She 
encourages battle and 
war to strengthen her 
followers and shape 
healthier future 
generations, so that the more skilled (not just 
the stronger) will be victorious. 


Remembering her distress under the 
Milenians’ yoke, Vanya has never forgiven 
them and passionately fights against those 
Immortals who protect the Milenians (Halav 
and Petra above all); adding to her enemies 
Rathanos because of his male chauvinist 
pomposity. 


ZIRCHEV 


The Huntsman, Leug, Uatuma, Protector of the 
Sylvan Races, Patron of Hunting 


A well-muscled hardened hunter with a 
charming look, clad in mimetic hunting 


clothes (green and brown) and witha 
longbow on his shoulders, usually 
accompanied by a group of sylvan creatures 
or tamed beasts. 


Zirchev has always 
been an introvert 
and lonely type and, 
not getting along 
with humans, he 
ended up striking a 
bond with animals. 
He spent so much 
time in the woods 
that he befriended 
the intelligent sylvan 
creatures (centaurs, 
fey, treants, etc.) and 
grew to love this 
lifestyle. For this 
reason he is nowa 
patron of outcasts 
and preaches 
tolerance and respect 
for fellow beings (be 
it a man or 
something else). 
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The later Traladaran legends distorted the 
facts and presented him only as a huntsman 
and woodsman that had the gift of taming 
every animal he met, making him patron of 
the woods. Zirchev has never done anything 
to change this view, among the Traldars or in 
Traladara, as he likes their portrayal of him. 
The Sylvan races however, have a better 
understanding of his real personality and 
goals. He has many allies, all among the 
nature-oriented immortals (first and 
foremost Halav and Petra), but only one real 
enemy: Ruaidhri, responsible for slaughtering 
a whole race of good-aligned lycanthropes 
(werehawks). 
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Can you feel it? 
Chaos and change 
all around you. 
That is energy: 
motion, progress 
and power. If you 
want power, that 
is energy in all its 
forms. Through 
energy lies 
immortality, for 
being immortal is 
the greatest 
change of all. 


Vandovar Allenas, 
Priest of Alphatia 


Energy 


Cleric Domain 


The Sphere of Energy is extremely dynamic. 
Energy seeks to create more energy and activity, 
and as such is closely tied to the element of fire 
and the Chaotic alignment. Energy consumes 
Matter, slows Time and stimulate Thought. It is 
opposed to Matter's attempt to control it, 
Thought's attempts to define it and Time's 
attempts to outlast it. 


Reduced Rest 


At 1st level you finish a long rest in 4 hours. 


Level Energy Domain Spells 


1st Flame Blade, Thunderwave 


3rd X Scorching Ray, Shatter 

sth  Fireball, Lightning Bolt 

7th Ice Storm, Fire Shield 

9th Animate Objects, Flame Strike 


Bonus Cantrip 


When you take this 
domain at 1st level, you 
gain the shocking grasp 
cantrip if you don't 
already know it. 


Channel Divinity: 
Alter Energy 


Starting at 2nd level you 
can spend use Channel 
Divinity to change the 
energy type of a spell. 
When you cast a spell 
you invoke your 
devotion to the 
Immortals of Energy. If the spell has an energy 
damage type you can alter it to another type. 
The damage types that can be changed from or 
to are Cold, Fire, Lightning, and Thunder. 


Energy Bleed 


At 6th level the power you channel from the 
Sphere of Energy begins to overpower your 
spells. When you cast a damaging spell, you 
add 1 point of damage to each die you roll. A 
spell doing 5d6 damage would do an addition 5 
points of damage. 


Divine Strike 


At 8th level you gain the ability to infuse your 
weapon strikes with divine energy. Once on 
each of your turns when you hit a creature with 
a weapon attack, you can cause the attack to 
deal an extra 1d8 damage of the energy type of 
your choice to the target. When you reach 14th 
level, the extra damage increases to 2d8. The 
ability is affected by Energy Bleed. 


Overpowered 


Starting at 17th level when you cast a damaging 
spell, you cannot roll less than a 3 on any of the 
dice. Treat all rolls of the dice lower than that 
as roll of 3. 
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Life is pain, this is not to be disputed, as you live 
you will suffer. Every one suffers. People grow 
old and die, nations fall, races go extinct. But 
what if we could start anew? That is the promise 
of Entropy. This world is flawed, the Immortals 
that shaped it ruined it. We can be rid of them, 
we can be rid of everything. Watch the world 
burn, and build a perfect one from its ashes. 


Sonya the One Eyed, Cleric of Hel 


Entropy 


Cleric Domain 


Entropy is the end of everything. Not associated 
with any element, Entropy is more closely 
aligned with death and evil. Its sole purpose is 
the destruction of the other four spheres. It is 
the sphere of rot and decay. Entropy seeks to 
destroy Matter, stagnate Time, dissipate Energy 
and stop Thought. This domain is primarily for 
NPCs, ask your DM before selecting it. 


_Level Entropy Domain Spells 


1st Inflict Wounds, Bane 


3rd Crown of Madness, Darkness 
5th Bestow Curse, Fear 
7th Blight, Phantasmal Killer 


9th Dominate Person, Mislead 


Bonus Proficiency 


When you choose this domain at 1st level, you 
gain proficiency in martial weapons. 


Disciple of Decay 


Also starting at 1st level, your inflict wound 
spells are more effective. Whenever you use an 
inflict wound spell, the creature takes an 
addition amount of damage equal to 2 * the 
spells level. 


Channel Divinity: Minor Hex 


At 2nd level you can use your Channel Divinity 
to make others more susceptible to magic. As 
an action you present your holy symbol and 
select a target to be hexed. For 10 minutes the 
target has disadvantage on saving throws, this 
effect immediately ends if you use the ability 
again during the duration or the target fails a 
saving throw. A bless or remove curse spell 
ends this effect immediately. 


Dissipate Energy 


Starting at 6th level when you take damage 
from any source, reduce the damage by the 
number of dice. A source doing 3d8 points of 
damage is reduced by 3 points before any other 
modifiers. 


Divine Strike 


At 8th level you gain the ability to infuse your 
weapon strikes with divine energy. Once on 
each of your turns when you hit a creature with 
a weapon attack, you can cause the attack to 
deal an extra 1d8 necrotic damage to the target. 
When you reach 14th level, the extra damage 
increases to 2d8. 


Reduce Probability 


Starting at 17th level all attacks against you 
have disadvantage. 
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For anything to persevere it must stand on its 
own. Change for its own sake is doomed to fail, 
life must have purpose. That is the reason for 
Matter. If everything has a place, everything 
knows its role. There is no more suffering, there 
is no more struggle, every one will do what is 
expected of them and as a whole our people will 
prosper. 


Grund Rockroar, Minister of Minrithism 


Matter 


Cleric Domain 


The Sphere of Matter is stable and durable. 
Matter is the building block of all things. Matter 
is constantly trying to create new forms. Matter 
is tied to the element of Earth and the Lawful 
alignment. Matter resists Time's attempt to 
change it, to channel Energy into a useful form 
and provides order to Thought. 


Level Matter Domain Spells 


1st Enlarge/Reduce, Shield 

3rd Hold Person, Locate Object 

5th Create Food and Water, Meld into 
Stone 

7th  Fabricate, Stoneskin 

9th Creation, Wall of Stone 


Bonus Proficiency 


At 1st level, you gain proficiency with heavy 
armor. 


Channel Divinity: Endurance 


Starting at 2nd level you can spend use Channel 
Divinity increase your stamina. As an action 
you present your holy symbol and gain 
temporary hit points equal to twice your 
Wisdom bonus for one minute. 


Steady as a Rock 


Starting at 6th level you gain proficiency in 
Strength saving throws. In addition you have 
advantage any attempts to escape being 
grappled. 


Divine Strike 


At 8th level you gain the ability to infuse your 
weapon strikes with divine energy. Once on 
each of your turns when you hit a creature with 
a weapon attack, you can cause the attack to 
deal an extra 1d8 bludgeoning damage to the 
target. When you reach 14th level, the extra 
damage increases to 2d8. 


Implacable Defense 


At 17th level you have resistance to 
bludgeoning, piercing and slashing damage. 
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Before it can be done it must be conceived. 
Without Thought there is nothing, matter cannot 
be constructed, time cannot be measured, energy 

cannot be utilized. When you walk the path of 

Thought you show yourself to be the true 

visionary. Thought grows on its own, you just 
provide the spark. Your ideas will craft this 

world, your philosophies will spark debate and 
discussion and create more thoughts to be 

considered. Thought cannot be stopped as long 

as someone wonders why? 


Petrov Romanov, disciple of Zirchov 


Thought 


Cleric Domain 


The Sphere of Thought is manipulative and 
logical. Thought is the essence of the Immortals, 
it serves to categorize all of existence. Thought 
represents realization, philosophy and 
understanding. Thought is tied to the element 
of Air but not any specific alignment. Thought 
opposes the excesses of Energy, attempts to 
manipulation Time and create form in Matter. 


Level Thought Domain Spells 


1st Comprehend Languages, Detect Magic 


3rd Calm Emotions, Detect Thoughts 
5th — Clairvoyance, Sending 

7th Compulsion, Confusion 

9th Dream, Modify Memory 


Bonus Proficiency 


At 1st level, you gain proficiency in two of the 
following skills: Arcana, History, Insight or 
Perception. 


Channel Divinity: Telepathy 


Starting at 2nd level you can spend use Channel 
Divinity to send a telepathic message. You can 
send a message to any intelligent creature 
within 120 feet of you. They will understand 
the message even if you do not share a common 
language. 


Genius 


At 6th level you gain proficiency in Intelligence 
saving throws. 


Divine Strike 


At 8th level you gain the ability to infuse your 
weapon strikes with divine energy. Once on 
each of your turns when you hit a creature with 
a weapon attack, you can cause the attack to 
deal an extra 1d8 psychic damage to the target. 
When you reach 14th level, the extra damage 
increases to 2d8. 


Savant 


At 17th level when you make an Intelligence 
ability check that lets you use your proficiency 
bonus, you can treat a d20 roll of 9 or lower as a 
10. 


112 


Everything has its place, a time for its creation 
and a time for its end. If nothing is created and if 
nothing ends, the world will stagnate. Time is the 
judge of all things. Because of Time as things end 
new things are created to replace them, the cycle 
of life continues. There is no end to time, there is 
only the next moment. 


Galtar von Breck, High Priest of Vanya 
Time 


Cleric Domain 


The Sphere of Time promotes change and 
progress. Time is constant, always flowing and 
ebbing forward. Time represents change and 
rebirth, teaching the future with the lessons of 
the past. Time is tied to the element of Water 
and the Neutral alignment. Time opposes 
Matter's resistance to change, lessens Energy 
over time, and teaches Thought the lessons of 
history. 


Level Time Domain Spells 


1st Expeditious Retreat, Longstrider 

3rd Mirror Image, Misty Step 

5th Blink, Haste 

7th Arcane Eye, Divination 

9th Legend Lore, Mass Cure Wounds 
Bonus Skill 


When you select this domain at 1st level you 
gain proficiency with the History skill. 


Channel Divinity: Slow Time 


Starting at 2nd level you can spend use Channel 
Divinity to slow the speed of attacks against you. 
Until your next turn all attacks against you have 
disadvantage 


Tempus Fugit 


Beginning at 6th level, you can take an 
additional turn immediately after your normal 
turn in a round. You cannot use this ability 
again until after a long or short rest. 


Divine Strike 


At 8th level you gain the ability to infuse your 
weapon strikes with divine energy. Once on 
each of your turns when you hit a creature with 
a weapon attack, you can cause the attack to 
deal an extra 1d8 necrotic damage to the target. 
When you reach 14th level, the extra damage 
increases to 2d8. 


Improved Reaction 


At 17th level you gain proficiency in Dexterity 
saving throws. 
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Secret Magical Crafts Prestige Classes 
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ft Mage Prerequisites: 
Deep in the halls of the Great School of Magic in * Intelligence 15. Craft Mages must be 
Glantri city rare magics are taught. Using some of the brightest to learn the secret 
methods they have gleaned from study of the crafts. 
Radiance, the wizards of Glantri can use magic * Proficiency in the Arcana skill. 
in ways unheard of outside the nation. Such Knowledge of arcane lore is paramount to 
knowledge does not come without risk, as the learning the secret crafts. 
Radiance can have unusual effects on careless * Proficiency in the History skill. The 
wizards. secret crafts require a large amount of 
Craft Mage research to learn their secrets. 


* Wizard or Disciple of the Radiance 
character level 10. Only the most 
promising wizards can begin to learn the 


-Spell Slots per Spell Level- 


Level Features 1st 2nd 3rd 
secret crafts. 
1st 1st Circle 2 ı 5 * Invitation by a Secret Craft Mentor. 
2nd 2nd Circle 5 à R One must be invited into the circles of the 
, secret crafts. 
75 3 E A ə Pay the Initiation Costs: Every level 
4th Ath Circle 4 | : requires a cost in resources and training 
5th 5th Circle b 3 2 to reach the next level of study. 
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Time and cost to learn each Circle: 
First Circle: 7,000 gp/14 days 

Second Circle: 28,000 gp/28 days 
Third Circle: 63,000 gp/42 days 
Fourth Circle: 112,000 gp/56 days 
Fifth Circle: 175,000 gp/70 days 


Craft Features 


As a Craft Mage, you gain the following class 
features. 


Hit Points 


Hit Dice: 1d6 per Craft Mage level 


Hit Points per Level: 1d6 (or 4) + your 
Constitution modifier per craft mage level. 


Proficiencies 
Tools: By craft. 


Alchemy: Alchemist's supplies, cook's 
utensils, glassblower's tools. 


Dracology: Light armor, leatherworker's tools, 


jeweler's tools. 


Elementalism: Alchemist's supplies, mason's 
tools, potter's tools. 


High Illusion: Disguise kit, Gaming set, 
calligrapher's tools. 


High Necromancy: Poisoner's kit, mason's 
tools, potter's tools. 


Cryptomancy: Calligrapher's tools, mason's 
tools, woodcarver's tools. 


Witchcraft: Disguise kit, alchemist's supplies, 
poisoner's kit. 


Saving Throws: None 


Skills: None 


Arcana Checks 


Skill check: Many of the feats require a skill 
check to activate. Unless otherwise stated, the 
number of times a you can use a Craft feat 
before needing a long rest is equal to your 
Intelligence modifier. Failed skill checks 
count as uses. 


Critical Failure 


If the mage is required an Arcana skill check 
for an effect and rolls a 1, reroll the die. If the 
result is another 1 then apply the Critical 
Failure results described by the Feat. 
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Alchemy 
1st Circle of Alchemy 


At 1st level you have learned the basics of 
alchemy, and gain the following benefits: 


* Find Components: You may make a DC10 
Arcana check to know the required 
ingredients to replicate a potion. This 
destroys the potion in the process. 
Alchemical Preparation: You may create any 
common availability potion as a balm. This 
requires a DC15 Arcana check and 1 hour of 
work. The balm is good for 1d4 days 
afterwards it separates and is useless. If the 
the Arcana check is failed the ingredients are 
lost and the you will need to more 
ingredients to try again. 


2nd Circle of Alchemy 


At 2nd level your alchemical training intensifies, 
you gain the following abilities. 


* Find Magical Components: You can identify 
magical potions on a DC15 Arcana check. In 
addition you can take a bonus action to 
identify the damage type of any magic item 
on a DC15 Perception check. 

Magical Preparation: You can now create any 
potion up to uncommon availability. These 
are created at half the time and speed it 
would take to make the potion normally, but 
only lasts 1d4 after it is created. 


3rd Circle of Alchemy 


You can now begin to change matter from one 
substance to another. 


* Transmute Matter: You may alter one 
non-living object to another non-living 
object. You may change 11b of material per 
experience level. Yout can change the item 
into another item of the same weight, excess 
material is lost. The item's value is worth the 
caster level x the weight of the item. You 
must spend a day inside a fully stocked 
laboratory and make a DC20 Arcana check. 


Critical Failure: The transformation fails and 
everyone within 20' takes 1d6 points of damage 
per pound of material being transmuted. The 
lab is automatically destroyed. 


Ath Circle of Alchemy 


You have learned to channel energy into magical 
devices and organic matter. 


Transcend Energy: You can attempt to focus 
energy into matter to create one of the 
following effects: 

Recharge an expended magic item. Item is 
returned to it's normal status with its starting 
number of charges. 

Reverse the aging process. The recipient 
reversed 1 week of aging per level of the 
alchemist. You can use this process on 
yourself. 

Animate a golem. The golem had 1HD per 
level of the caster, cost to create the golem is 
the same as a rare magic item. 

Raise the dead. A corpse cannot be dead 
more than a number of days equal to the 
caster's level, it is treated as if it has received 
a raise dead spell. In order to use the process 
the alchemist must make a DC25 Arcana 
check, and needs to take the skill check in an 
area with a large energy outburst like a 
lightning storm. Alternatively you may 
expend spells that do a combined 60d6 points 
of damage. 


Critical Failure: The lab explodes as above. 
5th Circle of Alchemy 


Your knowledge of alchemy is absolute, you can 
now alter your own form. 


Mutate Lifeform: You can take on properties of 
another creature or material. You can change 
into another creature, or just adapt part of its 
physiology. You make a DC20 Arcana check as a 
bonus action and selects one of the following 
effects: 
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* Gaseous Form: As the spell, but cannot effect fangs that have a range of 10' and attack as a 


gear. dragon bite attack of a dragon with the hit 
* True Polymorph: As the spell, but only dice equal or lesser to the character's level. 
creature to creature. The effect lasts five rounds. 
ə Stoneskin: As the spell. * Dragon Eye: You much make a DC20 Arcana 
Dracology check. For 3 number of rounds equal to your 
level, the wizard automatically detects 
1st Circle of Dragons invisible or polymorphed 


dragons. 

Dragon Claw: You must make a 
DC20 Arcana check, if successful 
your hands become claws and 
attack as a dragon of the same 
hit dice equal or lesser to his 
level. This effect lasts one round 
per level. 

Dragon Scale: You must make a 
DC20 Arcana check, if successful 
your natural armor class 

— becomes equal to a dragon with 
equal or lesser hit dice than his 
level. This ability last one round 
per class mage level. 

Dragon Wing: You must make a 
DC20 Arcana check, if successful 
you manifest wings of the 
chosen type, and can fly at the 
speed of your chosen dragon, 
your carry weight is 100lbs per 
character level. This ability lasts 
one round per craft mage level. 


You have begun to understand 
the magic of dragons. 


* Dragon Totem: Pick a dragon 
type, when you makes a skill 
check using a circle of 
dragons feat, you manifests 
changes into the features of a 
dragon of that color. 
Protection from Dragons: 
You must make a DC15 
Arcana check to prevent a 
dragon from attacking you. 
The effect is automatic if you 
are a higher total level than 
the dragon's hit dice, 
otherwise the dragon make 
make a will save against your 
spell power to ignore the 
effect. While the effect is 
active the dragon cannot 
attack the wizard or his 
party, including casting 
spells or using a breath 
weapon. The dragon can 
communicate with you and You gain dragon's breath. 
knows your exact location but cannot harm 
you. The effect ends if you get more than 120' 
from the dragon, or if you or a member of his 
party attacks the dragon or tries to steal from 
the dragon. 


3rd Circle of Dragons 


* Dragon Breath: You gain a breath weapon 
identical to your chosen dragon. The damage 
is the same as a dragon with equal or lesser 
hit dice to your character level. This ability 
can be used three times before needing a long 

2nd Circle of Dragons rest. 


You have learned how to manifest aspects of Ath Circle of Dragons 


dragons. You can bend the will of dragons to your own. 


* Dragon Tooth: You must make a DC20 arcana 


* Dragon Might: You may attempt to dominate 
check. If successful you can manifest magical 5 s y P 
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a dragon, the dragon makes a saving throw elementals have the minimum amount of hit 


against the your spell power, if the dragon points they could have. The elementals will 
fails to save treat the effect as a Dominate perform one task, and disappear after 
Monster spell. The effect lasts 10 minutes per finishing it. They also vanish after a number 
your craft mage level. of days equal to your caster level. 

5th Circle of Dragons Critical Failure: A elemental of the rival element 


appears, hostile to you. 
You can assume the form of a dragon. PP y 


* High Master of Dragons: You may make a 3rd Circle of Elements 


DC25 arcana check, you can polymorphsinto a At 3rd level you can summon all sorts of 
Great Wyrm variant of the chosen dragon. elemental creatures. 


ıı anadı rounds, * Major Conjuration: As above, except you 


Critical Failure: A Great Wyrm of your type summon any creature from the chosen 
appears in 3d10 minutes and attacks. The Great elemental plane. That creature will perform a 
Wyrm has maximum hit points. task exactly as above. 

Elementalism Critical Failure: The creature arrives hostile 


towards you. 


Ath Circle of Elements 
At 1st level you gain protection from your chosen 


element. At 4th level you gain even more elemental 


control. 
Protection from Elements: Pick an elemental type 


as your Elemental focus. You gains the following Elemental Mastery: You gain further abilities 


1st Circle of Elements 


benefits depending on element. based on their focus. 

* Fire: Resistant to Fire damage, can walk over " Full Elemental Control: You may make a D20 
lava without harm for 90ft or 3 rounds, arcana check. If successful the you can create 
whichever comes first. an elemental out of appropriate materials on 

* Water: Resistant to Water damage, can walk hand. The newly created elemental is 
over water for 90ft or 3 rounds, whichever completely under the your control. 
comes first. * Fire: You takes no damage from heat, though 

* Earth: Resistant to damage from Earth still takes damage as normal from fire. The 
damage. Can walk over quicksand, mud or you can change the size of a fire by 2ft per 
crumbling ledges for 90ft or 3 rounds, round at will. 
whichever comes first. * Water: The you can make water be as still or 

* Air: Resistant to damage from Air damage. rough as a storm equal to 3ft times your caster 
Can walk on clouds or climb smoke up for 90ft level. You can breathe water at will, and has 
or 3 rounds, whichever comes first. advantage on all swimming checks, ignoring 


even currents and whirlpools. 

Earth: The you can cast move earth without 

You can summon minor elementals. using a spell slot. You can never immobilized 
by being buried. 

* Air: The you can cast gust of wind without 
using a spell slot. All missile attacks against 


the you are at a disadvantage. The you take 
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2nd Circle of Elements 


* Minor Conjuration: You must make a DC15 
arcana check. On a success the you summon 
1d4 minor elementals of you focus. The 


no damage or can be moved by high winds. 


Critical Failure: The created elemental creature 
goes berserk, attacking all nearby. 


5th Circle of Elements 


At 5th level you can change form into an 
elemental. 


Metamorphosis: You must make an Arcana D25 
check, if successful you become an elemental of 
your focus. You retain all spells and abilities. In 
addition the you can travel to the elemental 
plane of your focus at will. 


Critical Failure: An elemental of the focus type 
appears with maximum hit points hostile to you. 
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Penumbra 
1st Circle of Illusion 


At 1st level you have learned the art of 
hypnotism. 


* Hypnosis: You must make a DC10 Arcana 
check. If successful the target makes a 
wisdom save against the your spell casting 
ability. If the target fails, they act as if they 
are under a suggestion spell. The suggestion 
cannot make the target violate their 
alignment or harm themselves. The effect 
ends when target has performed a task for 
the Illusionist, taken damage or the 
Illusionist ends it. If the suggestion isn't clear 
the effect automatically fails. You regains the 
ability to use this after a short rest. 


Critical Failure: You are affected by the 
suggestion instead, with the same restrictions. 


2nd Circle of Penumbra 
At 2nd level you can now tamper with dreams. 


* Dream Alteration: You must make a DC12 
Arcana check against a sleeping target. The 
target can be up to 1 mile away per caster 
level. You can send a message or a 
nightmare. If a message is sent the target 
wakes up with the message fresh in their 
mind. If a nightmare is sent, the target may 
make a Wisdom save vs. the your spell 
casting ability. If successful nothing 
happens. Otherwise the target does not 
benefit from the rest. If the target can pass 
two saving throws in a row they are immune 
to your power Dream Alteration may only be 
used once per dream. 


Critical Failure: The sleeping target wakes up 
with the knowledge of your identity. 


3rd Circle of Penumbra 


Starting at 3rd level you can conjure illusionary 
monsters. 


* Delirium Tremens: You must makes a DC15 
Arcana check, if successful a target within 
120' is attacked by an illusionary monster or 
monsters with a CR no greater than your 
level. The creatures exist only in the target's 
mind, but the damage dealt is real. The 
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effect lasts until the illusionary monster is 
defeated, you end it, or breaks concentration. 
You regains this ability after a long rest. 


Critical Failure: The illusion fails but you are 
unaware of that. You can take no other actions 
than attempting to maintain the failed illusion 
until they pass a DC20 Intelligence check at the 
start of each round. 


Ath Circle of Penumbra 


At 4th level you learn how to create items out of 
shadow. 


* Shadow Reality: You must make a DC20 
Arcana check, if successful you may 
dimension door from one shadow to another 
in sight, or become a non-corporeal shadow. 
While in the shadow you can create 
immovable solid objects like stairs out of 
shadows. You can alter shadows with in 1 
yard per level. 


Critical Failure: You are instead transported to 
the Dimension of Nightmares, where you must 
find your own way back to safety. 


5th Circle of Penumbra 


At 5th level you can create your own stronghold 
from the Dreamlands. 


* Dreamlands: You create an interdimensional 
stronghold in the Dimension of Nightmares. 
This is treated exactly like Mordenkainen's 
Magnificent Mansion, except the mansion 
does not expire. To entire the stronghold you 
must make a DC20 Arcana check. 

You can create shadow creatures with a CR 
up to your level and send them from 
stronghold on a mission. This requires a 
DC25 Arcana check. You can see through 
their eyes and hear what they hear. They 
will remain until the task is done or they are 
slain. 


Critical Failure: The created creatures go 
berserk instead and attack you. 


Thanatology 
1st Circle of Thanatology 


Starting at 1st level you learn how to protect 
yourself again undead. 


* Protection from Undead: You must make a 
DC10 Arcana check. While this is active a 
number of undead creatures with CR up to 
the your level cannot attack anyone within 
10” of the your ritual. Creatures with lower 
CRs are affected first. This power lasts until 
the you move out of the circle, or someone in 
the circle attacks. 


Critical Failure: The you cannot attack undead 
instead until you is attacked by one. 


2nd Circle of Thanatology 


At 2nd level you have developed the ability to 
control the undead. 


* Control Undead: You must make a DC15 
Arcana check. If successful he immediately 
gains control of undead within 120' with a 
combined CR equal to your level. This 
undead can be controlled or destroyed at 
will. The effect ends at the rise of the next 
full moon. Liches are immune to this affect. 


Critical Failure: You fall under the control of the 
nearest intelligent undead within 120”, or goes 
catatonic for 1d8 hours otherwise. You stay 
under control until the next full moon or the 
undead is destroyed. 


3rd Circle of Thanatology 


When you reach 3rd level you gain the ability to 
control undeal. 


* Create Undead: You can craft undead after a 
ritual. The ritual requires two weeks of 
research per challenge rating, and 1000gp 
per CR. Corporeal undead need a fresh 
corpse, incorporeal just a part of a corpse. 
The actual ritual requires 1 hour per CR and 
requires a Arcana DC15 check, at the end the 


undead is completely loyal to you, unlike 
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Control Undead. Liches cannot be created. 


Critical Failure: You take 1d6 points of Necrotic 
damage per CR of the creature attempted, plus 
another d6 for each immunity or special attack 
of the undead. This damage ignores any 
resistance or immunities. 


4th Circle of Thanatology 


At 4th level you can attempt to raise the dead. 


* Raise Dead: You must make a DC20 Arcana 
check. If successful you can cast True 
Resurrection without spell components. 


Critical Failure: You loses 1 point of Constitution 
for every level or Hit dice of the creature you 
was trying to raise. If this reduces your 
Constitution to 0 the caster turns to a pile of ash 


and cannot be resurrected by any means. 
Otherwise the Constitution returns at the rate of 
1 per long rest. 


5th Circle of Necromancy 


When you reach the 5th level of Thanatology 
you obtain lichdom. 


Attain Lichdom 


The Necromancer undertakes a ritual that 
requires 20 weeks to complete, and costs 
25,000gp. At the end of the ritual the 
Necromancer makes a DC25 Arcana check. If 
successful the caster immediately gains the 
following abilities from the Lich entry in the 
monster manual: 

Damage Resistance: per lich 

Damage Immunity: per lich 

Condition Immunity: per lich 

Truesight 120ft 

Legendary Resistance 3/day 

Rejuvenation 

Paralyzing Touch 

Turn Resistance 

* Undead 


Critical Failure: The Lich is turned into a demon 
of the DM's choice and is removed from the 
gameHigh . 


Cryptomancy 


Runic magic is extremely dangerous, the more 
you use runes the more likely there is a 
catastrophe. Each rune used past the first in a 
given day increases the chance of a critical 
failure by 1. So the second time you check for a 
Critical Failure the failure is confirmed on a 2, 
then 3, 4 etc. 


Critical Failure: First attempt that day: A storm 
occurs in a 24 mile area centered on you. No 
travel is possible. The storm lasts 1d12 hours. 


Second attempt that day: A earthquake occurs 
like the spell. The earthquake has a 36 miles 
radius centered on the you. The earthquake 


lasts for one minute. 
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Third or more attempt that day: The storm and 
the earthquake both occur, and the rune is 
ripped from the mind from your mind and must 
be relearned. 


1st Circle of Runes 


At 1st level you learn the true names for 
common elements. 


Rune of Matter: You learn the true name for 
a common material (gold, sand, glass, iron). 
Make a DC10 Arcana check. If successful the 
you can mold the material 1sq ft per caster 
level. The material returns to its normal 
shape in 1d4 rounds. To acquire a rune 
requires 1 week of study, 100gp in cost and a 
DC10 Investigation check. 


2nd Circle of Runes 


At 2nd level you learn to control non magical 
animals. 


* Rune of Life: Your learn the true name for a 
non-magical creature of animal intelligence 
or lower. Make a DC12 Arcana check, if 
successful can take control of the named 
creatures, with a combined CR equal to their 
level. You can see through their eyes and 
hear what they hear. The ability lasts for 1 
hour. The animal's actions are limited by its 
intelligence. To acquire a rune requires 2 
weeks of study, 500gp in cost and a DC12 
Investigation check. 


3rd Circle of Runes 


Upon reaching 3rd level you have learned to 
control the elements. 


* Rune of Power: Your learn the true name for 
a source of energy, (fire, cold, electricity, etc). 
Make a DC15 Arcana check to increase or 
decrease the damage of a spell using that 
energy by a number of dice equal to your 
level. This cannot reduce damage below 0 or 
increase it above 20d6. This may be done as 
areaction. To acquire a rune requires 4 


weeks of study, 1000gp in cost and a DC15 
Investigation check. 


4th Circle of Runes 


At 4th level you have learned to bind magic to 
items. 


* Runes of Magic: You learn to bind spells to 
items. Make a DC20 Arcana check, if 
successful the spell is bound to an item. The 
spell triggers when the item is used or picked 
up. Each spell requires a different rune. 
Only one rune per item can inscribed, the 
rune is permanent until activated or 
dispelled. The rune is invisible after casting. 
You can bind creature names to areas to 
prevent the creature from entering. You can 
inscribe five runes on a golem to activate it, 
at a material cost of 1,000gp per hit die. 
Acquiring a rune requires 8 weeks of study, 
2500gp in cost and a DC20 Investigation 
check. 


5th Circle of Runes 


Upon reaching 5th level you have learned how 
to control sentient creatures through their true 
name. 


* Truename: You learn the true name of an 
intelligent creature. This acts exactly as a 
Rune of Life. You can replace spells the 
target has memorized with your own, and 
can cast the target's spells or inscribe them 
in your spell book. To acquire a rune 
requires 6 months of study, 5000gp in cost 
and a DC25 Investigation check. 


Witchcraft 


Penalties: After each feat is acquired the 
character loses 2 points of Charisma 
permanently, to a minimum of 3. 


1st Circle of Witchcraft 


At 1st level you have learned to brew potions 
and charm those around you with your words. 


* Brews and Potions: Identical to the Alchemy 
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1st circle ability Alchemical Preparation, 
except the concoction is in the form ofa 
potion. You do not get the increased 
preparation time like alchemists however. 


Critical Failure: The potion has the opposite 
affect intended. 


* Silver Tongue: Maks a DC10 Arcana check, 
if successful the you gain advantage on all 
persuasion rolls for one hour. 


Critical Failure: You are incapable of 
falsehoods, including by omission for one 
hour. 


2nd Circle of Witchcraft 


Starting at 2nd level you have learned to craft 
dolls to inflict curses upon your enemies. 


* Doll Curse: You create a pair of dolls that 
look like your victim, the process taking 
two days per level of the victim, requiring 
you to place one doll in the victim's home. 
If the doll is destroyed all effects end. 
Each night you can perform one of the 
following actions by making a DC12 
Arcana check. 

Pain: The victim takes 1d6 damage, not 
reduced by anything. 

Sickness: The victim become violently ill, 
no magic can cure the disease. 

Madness: The victim must make a Wisdom 
Save vs. your Spellcasting Ability or lose a 
point of Constitution. The only way to 
restore this loss is to find and destroy the 
doll. 


Critical Failure: The doll is destroyed and the 
you suffer the effects of a Bestow Curse spell, 
effects up to the DM. The curse is dispelled 
normally. 


Witches Charm: Makes a DC12 Arcana 
check, if successful the Charm restores all lost 
Charisma from the Witchcraft Circle for 24 
hours. 


Critical Failure: The witch loses a permanent 
point of Charisma. 


3rd Circle of Witchcraft 
At 3rd level you learn to create minions to 


serve your needs. 


Spellbinding: Make a DC15 Arcana check, 
if successful you conjure a number of 
creatures whose combined CR are equal to 
the your level. The creatures must be of 
the same alignment as you. The creatures 
are utterly loyal to you, and you can see 
through their eyes. The creatures last 
until slain or dismissed. 


Critical Failure: Instead of appearing, the 
creature takes over your body for an entire 
day. 


4th Circle of Witchcraft 


When you reach 4th level you gain the ability 
to shapechange into lesser creatures. 


* Shapechange: Makes a DC15 Arcana check 
and can assume the shape of a creature or 
creatures whose combined CR is equal or 
less than yours. The creatures cannot 
have more than 4HD each. In the case of 
multiple creatures you becomes a single 
creature and controls the others. Damage 
dealt to a controlled creature is dealt the 
you when you returns to normal form. 
This ability lasts until you dispels it. 


Critical Failure: You cannot return to normal 
form, the effect must be dispelled normally 


5th Circle of Witchcraft 


When you reach the 5th level of Witchcraft, 
you have learned to take possession of other 
creatures. 


Ultimate Possession: On a DC25 Arcana check 
the Witch may Magic Jar into an unwilling 
victim as per the spell. The victim must be of 
equal or lower level but gets no save. You 
may stay in the victims body until you 
decides to relinquish control. The victim is 
fully aware of what is happening while 
possessed. The witch may cast her spells or 
use any of the victim's abilities while in 
possession. 


Critical Failure: You possess the victim, but 
your body dies. If you release control or are 
forced out by a dispel magic spell or similar, 
you die. 
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Nordic Rune Magic 


In the old tales of Jarls, there were given to 
the great lords of old words of power by the 
Immortals. The words give those that use 
them tremendous wisdom, strength, wealth 
or a host of other gifts, but at a terrible cost. 
Each time a Northman learns a new rune, 
there is a very good chance they will perish in 
the attempt. There is a great cost to acquiring 
each rune. 


To acquire a rune you must seek out a cleric 
of the Northern Immortals, known as a 
godric. You must then convince the godric to 
perform the ritual to let them request 
knowledge from the Immortal. During the 
ritual you are are hung from a tree, buried 
alive, left to the elements or otherwise placed 
in extreme danger. There the you will 
remain for nine days. When the godric 
returns you will either awaken, greatly 
weakened from the ordeal, or have died in 
the attempt. It is a risk many are willing to 
take. 


To perform the ritual you must worship of the 
Northern immortals (Odin, Thor, Frey/Freya, 
Forsetti, Loki or Hel) and must contact the 
godric as above. If you are able to convince 


the godric, you undergo a ritual suicide. This 
puts you at 0 hit points. Then you must make 
three death saves with no healing or help 
from others. Any non-magical ability to 
modify deaths saves is allowed. If you die 
then you cannot be resurrected. Otherwise 
you will awaken in nine days from your near 
death state. You then lose 1 point of 
Constitution permanently, but gain the 
knowledge of a rune. You must make a DC15 
Charisma saving throw, if successful you can 
pick the rune you have learned, otherwise it 
is determined at random. 


Arune has multiple uses. You can use 
each ability of the rune once before needing a 
long rest. The effect of the rune lasts for 10 
minutes unless a spell effect or otherwise 
stated. If the rune allows for a saving throw, 
you use your charisma to determine the DC of 
the saving throw. Some runes have 
permanent affects that trigger automatically. 
Rune effects that trigger immediately resolve 
upon being activated. The rune must be 
applied to an item or a person to activate. 
This take a full action. If the rune is applied 
to an item, only the person that earned the 
rune can trigger it. 


125 


Rune/Name 


Fehu/Cattle 


Urur/Auroch 


Thurs/Giant 


As/Immortals 


Raidu/Journey 


Kaunna/Fire 


Gefu/Giving 


Wunju/Joy 


Hagla/Cruelty 


Isar/Ice 


Jarn/Fruitful Nature 


Ihwar/Hunter 


Effect 


You detect greatest 
amount of treasure in 
90 feet 


Causes hostile wild 
animal to become 
placid unless a wisdom 
save is made. 


Permanent advantage 
on persuasion skill 
checks against giantish 
creatures. 


You gain True Sight like 
spell 


For next six hours 
automatically awaken if 
enemy or hostile 
creature approaches 
within 100 ft. 


For two hours the rune 
will burn on an item 
like a torch, but not 
consume the item. 
Rune goes out if 
submerged. 


You gain advantage on 
any Persuasion skill 
checks to acquire 
assistance 


You gain advantage on 
Perform skill checks in 
front of an audience 


Casts a lightning bolt 
like the spell, for 3d6 
damage 


Freezes a 10x10 area of 
water into ice thick 
enough to hold your 
weight. 


You detect poison of 
any type in food or 
drink 


You gain advantage to 
hit with missile 
weapons. 


Effect 


Indicates direction to a 
specifically identified 
creature 


Your strength becomes 
18. 


Hostile giant creature 
becomes stunned 
unless it can pass a 
saving throw at the 
start of each round 


Centers a Protection 
from Good and Evil in a 
10' circle around you. 


Can automatically 
determine which way is 
your destination 


The rune will burn on a 
weapon, dealing 3d4 
extra fire damage. This 
will not harm the 
weapon. 


You gain advantage on 
Persuasion skill checks 
to come to a peaceful 
agreement. 


You gain advantage on 
any Persuasion check to 
acquire aid 


Casts sleet storm 
centered on your self 
for 10 minutes. 


Casts Ice Storm within 
60'. Damage is 3d6. 


You detect spell 
components or 
alchemical ingredients 
in 1 mile. 


When using Survival 
skill to hunt, you can 
automatically capture 
animals alive. 


Effect 


Item of value is under 
effect of nondetection 
spell for one day 


All attackers within 30' 
will only attack you for 
the duration of effect. 


You enlarge like the 
spell. 


You have advantage on 
all saving throws 


For the next six hours 
gain advantage on all 
Constitution skill checks 
due to fatigue or 
weather conditions 


None 


None 


Creatures in 20' must 
make Charisma saving 
throw or stop fighting 


None 


None 


None 


You automatically pass 
any attempt to track a 
non-magical animal. 


Effect 


Permanently 
announces your 


ownership of an item 


when picked up. 


None 


None 


None 


None 


None 


None 


None 


None 


None 


None 


None 
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Rune/Name 


Pethru/Unseen 


Algir/Elk 


Sowelu/Sun 


Tiwar/War 


Berkana/Birch 


Ehwar/Horse 


Mannar/Man 


Lagur/Water 


Ingwar/Growth 


Odala/Birthright 


Dagar/Day 


Effect 


You are ignored by 
those within 60' until 
effect ends or you 
attack. 


Your shield gains a +1 
magical bonus. 


One healing effect used 
heals the maximum 
amount of damage. The 
rune then expires. 


You can automatically 
do maximum damage 
when rolling, rune then 
expires. 


You cast Barkskin on 
yourself. 


You can see through 
your horse's eyes. 


You immediately knows 
motivation of one 
stranger. 


You can cast water 
breathing. 


Causes vegetation to 
grow rapidly in 15’, 
creating difficult 
terrain. 


Another character 
immediately ignores 
one attack that would 
reduce their hit points 
to 0 


Rune becomes bright as 
day for 200 feet. 
Illumination is treated 
as direct sunlight. 


Effect 


Messages written while 
the rune is activated are 
invisible except to 
recipient 


You gain advantage on 
savings throws against 
magic. 


You can cast revivify 
just like a cleric. 


You are immune to fear 
for duration of rune. 


You have resistance 
against next source of 
damage 


You automatically pass 
any Animal Handling 
skill checks with horses 


You can ask three 
questions to a person 
that must be answered 
in full and truthfully. 


You can float, 
regardless of weight, as 
well has hold up one 
person. 


Causes a single item 
made out of a plant 
material to become 5x 
larger. 


You ignore the next 
attack that would 
reduce them to 0 hit 
points. This effect does 
not expire until attack 
is negated. 


Rune creates darkness 
within 120 feet of 
character. 


Effect 


You knows of presence 
but cannot see invisible 
creatures within 60' 


You can cause one 
attack against you to 
miss automatically. 


None 


Enemies within 10' 
have disadvantage 
testing for fear. 


You can immediately 
use any available hit 
dice for healing. 


Can summon specific 
horse within one mile if 
horse knows you. 


Instantly know the 
direction of the owner 
of an item. 


Invoking the rune ona 
ship keeps it from 
sinking for one hour 


Casts enlarge on a single 
animal. 


None 


Character can see 


perfectly in the dark for 
120 feet. 


Effect 


None 


None 


None 


None 


None 


None 


None 


Using the rune ona 
stick causes the stick to 
keep one person afloat 
for 24 hours. 


None 


None 


None 
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New Spells 


Accounting 

Ath Level Divination (Wizard) 
Casting Time: 10 Minutes 
Range: 10 feet. 


Components: V, S, M (1 ledger worth 10gp, 
consumed) 


Duration: Instantaneous 


When cast on a room no bigger than 10x10x10, 
this spell checks the math of every ledger, 
invoice, and sales slip in the area. All errors are 
discovered, embezzling detected, and records 
balanced. Anything suspicious is recorded in 
the ledger used as acomponent. This spell is 
taught only by the Darokin Merchant's Guild 
and Minrothad Tutorial Guild. 


Bleach 

Cantrip (Wizard) 
Casting Time: 1 minute 
Range: Touch 
Components: S 
Duration: Instantaneous 


With a touch you remove a stain from a cloth, 
non-magical writing from paper, or dye from 
fabric. This spell is extremely popular with the 
students at the Great School of Magic. 


Calm Winds 

3th level Alteration (Wizard) 

Casting Time: 1 action 

Range: 360 yards 

Components: V, S, M (bit of sail cloth) 
Duration: 10 minutes. 


When you cast this spell you change all weather 
affects on the wind chart (Page 109 of the DMG) 
from heavy to light. It has no effect on fog or 
precipitation. This spell is taught normally only 
by the Minrothad Tutorial Guild. 


At higher levels. When you cast this spell using 
a spell slot of 4th level or higher, add 10 minutes 
to the duration for every level above 3rd. 


Careen 

2nd level Transmutation (Wizard) 
Casting Time: 1 action 

Range: 100 feet 

Components: V, S, M (sand paper) 
Duration: Instantaneous 


This spell removes all sea growth from a 10x10 
section of a ship. If used as a touch attack, the 
victim takes 1d8+1 per caster level on a failed 
saving throw. This spell is taught only by the 
Minrothad Tutorial Guild. 


Call upon Radiance 


5th level Invocation (Wizard, Sorcerer/Radiance) 
ritual 


Casting Time: 1 minute 

Range: Self 

Components: V, M (soul crystal) 
Duration: 10 minutes per level 


The caster infuses himself with the power of the 
Rad, granting him 1 Rad die per level. The 
caster can spend the die when casting a spell to 
change one die of damage per charge to it's 
maximum value. The spell expires at the end of 
the duration or when all charges are spent. 
When the spell is cast the caster must make a 
DC 13 Constitution saving throw or become 
exhausted, the DC goes up by two for every time 
a Radiance spell has been cast since a long rest. 
This spell is considered extremely rare, casting 
it in public, especially in Glantri or Alphatia will 
draw all sorts of unwanted attention. 
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Check Caravan 
Ath level Divination (Wizard) 
Casting Time: 1 hour 


Range: 1 mile 
Components: V, S, M (Crystal worth 100 GP) 
Duration: Instantaneous 


This spell finds any flaws in a caravan before it 
leaves. Sick animals, badly secured cargo, or 
damaged wagons, the spell will let the caster 
know automatically what is the problem. The 
spell will work on caravans up to 100 wagons in 
length, but must be cast before they leave in the 
morning. It will only detect physical problems, 
not intentions. It will not tell you if the guards 
are planning to rob you. This is spell is only 
taught by the Darokin Merchant's Guild. 


Check Load 

2nd level Divination (Wizard) 
Casting Time: 1 minute 
Range: Touch 

Components: V, S 


Duration: Instantaneous 


By touching the wagon you can automatically 
detect where the wagon was packed correctly. 
This spell does not guarantee the wagon will be 
repacked correctly, just if it was done right the 
last time. The spell is taught only by the 
Darokin Merchant's Guild. 


Clear Sight 

1st level Divination (Wizard) 
Casting Time: 1 action 
Range: Self 

Components: V,$S 
Duration: Concentration 


You can see to the horizon as if it were ten feet 
in front of you. You are restricted by normal 
conditions like fog or darkness, and can only see 
normally or at maximum range. Spells and 
abilities that are in effect are not affected, so 
spells like True Seeing are amplified by this 
spell. This spell is normally only available 
through the Minrothad Tutorial School. 


Climate 

3rd level Transmutation (Wizard) 
Casting Time: 1 hour 

Range: 30 feet 

Components: V, S, M (small jar of water) 
Duration: Concentration, up to 1 day. 


When cast this spell changes the climate in 1 
mile per level. You can decide any temperature 
from arctic to tropical. The weather will behave 
like the desired pattern for as long as the spell is 
active. Weather patterns will form slowly, it is 
not an instantaneous effect. 


Clothwall 

4th level Conjuration (Wizard) 
Casting Time: 5 minutes 

Range: Self 

Components: V, S, M (silver needle) 
Duration: Instantaneous 
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A single sheet of cloth extrudes from your 
hands, creating a single 30x30 non-magical 
cloth. If you have proficiency in Weaver's Tools 
you can shape the cloth into a shape like a tent 
or a garment. The cloth comes out a single 
color, and is tough and durable. It cannot be 
attached to anything when cast, it comes ina 
pile on the ground. 


Control Destiny 


7th Level Enchantment 
(Wizard/Sorcerer/Radiance) 


Casting Time: 1 Minute 

Range: Self 

Components: V, S 

Duration: Concentration, up to 8 hours. 


When you cast Control Destiny you gain a 
number of Rad dice equal to your level. Until 
the spell expires or when you run out of charges 
when you have to make a saving throw you 
automatically pass the saving throw. Each 
saving throw costs one charge. 


When the spell is cast the caster must 
make a DC 15 Constitution saving throw or 
become exhausted, the DC goes up by two for 
every time a Radiance spell has been cast since 
alongrest. This spell is considered extremely 
rare, casting it in public, especially in Glantri or 
Alphatia will draw all sorts of unwanted 
attention. 


Count Coins 

Cantrip Divination (Wizard) 
Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 


When you touch a container and cast this spell 
you instantly known the number and quantify 
of the coins within. This has no effect on 
anything other than metal coins, and does not 
tell you the nationality of the coins. This spell is 
taught only by the Darokin Merchant's Guild 
and Minrothad Tutorial Guild. 


Create Air 

3rd Level Conjuration (Wizard) 
Casting Time: 1 action 

Range: Self 

Components: S, M (grain of sea salt) 
Duration: Instantaneous 


You create enough fresh air to fill a 10x10x10 
room. The created air displaces any gas there, 
but heavier gases with displace the air after the 
casting. The air created is not powerful enough 
to push anything other than gas. 


At Higher Levels. When you cast this spell 
using a spell slot of 4th level or higher, create an 
additional 10x10x10 section of air for each level 
above 3rd. 


Crowd Summoning 

2nd Level Enchantment (Bard, Wizard) 
Casting Time: 10 minutes 

Range: 120' feet 

Components: V, S, M (a piece of shiny cloth) 
Duration: Concentration, up to 1 hour 


Crowds are naturally drawn to you while this 
spellis active. Any test to gain attention from 
people or selling a product have advantage. You 
must have at least 50 people in the affected area 
to cast this spell. It does not prohibit them from 
leaving, but makes you much more interesting 
to them. This spell is normally taught only by 
the Darokin Merchant's Guild and Minrothad 
Tutorial Guild. 


Discharge 

8th level Invocation (Wizard/Sorcerer/Radiance) 
Casting Time: 1 Action 

Range: 10' per charge 

Components: V, S 

Duration: Instantaneous 


You release all Radiance dice you still have from 
other spells. This spell does 10 points of Radiant 
damage per die expended to a single target. 
Discharge ignores all damage resistance and 
immunity. A successful Dexterity saving throw 
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halves the damage. 


When the spell is cast the caster must make a 
DC 16 Constitution saving throw or become 
exhausted, the DC goes up by two for every time 
a Radiance spell has been cast since a long rest. 
This spell is considered extremely rare, casting 
it in public, especially in Glantri or Alphatia, 
will draw all sorts of unwanted attention. 


Douse Flame 

1st Level Abjuration (Wizard) 

Casting Time: 1 Action 

Range: 10 feet 

Components: V, S, M (sprinkle of water) 
Duration: Instantaneous 


You immediately extinguish a 10x10 section of 
non-magical fire. You even remove all heat, so 
there is no danger of the fire reigniting. This 
spell has no effect on magical fire or creatures 
made of fire. 


At Higher Levels. When you cast this spell 
using a spell slot of 2th level or higher, 
extinguish an additional 10x10 section of fire 
for each level above 1st. 


Duel-Shield 

8th Level Conjuration (Wizard) 
Casting Time: 1 hour 

Range: Self 


Components: V, S, M (ruby worth 5,000 that is 
crushed when spell is cast) 


Duration: 2 hours or death of wizard. 


This spell requires two mages to cast, each must 
know the spell. This is a spell unknown outside 
Alphatia, when it is cast it can only end with the 
death of one of the wizards. It creates a dome 
60' in diameter encompassing both wizards. 
Nothing short of a wish spell can bring this 
shield down once cast. Nothing can penetrate 
the shield from either direction. 


The shield is used for duels to the death, 
as soon as one of the wizards is slain the shield 


ends. If neither of the wizards is dead at the 
end of two hours, the shield dissolves, 
disintegrating all trapped inside, no saves or 
magic resistance allowed. If wizards bring 
groups with them, all present must declare their 
loyalty. The spell ends when the last combatant 
of one side is dead. 


Evaluate 

1st Level Divination (Wizard) 

Casting Time: 1 action 

Range: Touch 

Components: V, S, M (1 platinum piece) 
Duration: Instantaneous 


By touching an item you immediately know its 
value in gold pieces. This spell reveals nothing 
other than monetary worth. This spell is taught 
only by the Darokin Merchant's Guild and 
Minrothad Tutorial Guild. 


Embezzle 

4th Level Illusion (Wizard) 

Casting Time: 1 minute 

Range: Touch 

Components: V, S, M (a touch of charcoal) 
Duration: 1 Day 


After casting this on a document or ledger, all 
skill checks to check the math or see if money is 
missing is at a disadvantage. The embezzle 
spell will only detect the deception if cast by a 
higher level wizard. This spell is taught only by 
the Darokin Merchant's Guild and Minrothad 
Tutorial Guild, though they are both loathe to 
admit it. 


Eye of the Eagle 

5th level Enchantment (Cleric/Druid) 
Casting Time: 1 action 

Range: Touch 


Components: V, S, M (eagle feather) 
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Duration: 10 minutes 


While under the effect of this spell, if the person 
affected by this spell rolls maximum damage 
with an attack from a long or short bow, you 
can roll another die of the same type and add 
that damage to the total. Continue doing so 
until you do not roll maximum damage on the 
die. 


Firebow 

3rd level Invocation (Cleric) 
Casting Time: 1 action 

Range: Touch 

Components: V, S, M (hickory ash) 


Duration: Concentration or until all the charges 
are used. 


A long or short bow is charged with 3 charges. 
When the archer shoots an arrow, he can use 
any number of charges. Each charge adds 1d8 
to the damage if the attack hits. If the attack 
misses the charges are lost. The spell expires if 
all the charges are spent. 


At Higher Levels. When you cast this spell 
using a spell slot of 4th level or higher, add two 
additional charges for each level above 3rd. 


Fire Gate 

6th level Conjuration (Cleric) 
Casting Time: 1 round 
Range: 10 feet 
Components: V, S 
Duration: Instantaneous 


When you cast this you enter any bonfire large 
enough to cover you completely. You take no 
damage from the fire when you do this. You 
may then teleport to any fire that you know of, 
stepping out of the second fire unscathed. 


Hunting Paint 

2nd level Enchantment (Cleric, Druid) ritual 
Casting Time: 30 minutes 

Range: touch 

Components: V, S, M (face paints) 
Duration: 1 day 


While the paint is worn by the target, they are 

under the effects of a bless spells and have 

advantage on all Wisdom (Survival) tests. The 

bless effect ends once it is used, but but not the 

skill advantage. If the bearer of the paint fails a 

saving throw against a water based attack or is 
submerged the spell ends. If cast as a ritual the 
caster may target a number of people equal to 
his caster level with this spell. 


Ignore Road 

1st level Abjuration (Wizard) 

Casting Time: 10 minutes 

Range: 100 feet 

Components: V, S, M (dirt from the road being 
traveled on) 

Duration: 1 day 


While under this spell caravans are able to 
avoid holes, bad weather and other pitfalls 
along badly maintained roads. You have 
advantage on all Animal Handling or Vehicle: 
Land skill checks you have to make when 
testing to see how far you've traveled overland. 
This spell is taught only by the Darokin 
Merchant's Guild. 

132 


Infusion 

6th level Enchantment (Cleric) 

Casting Time: 10 minutes 

Range: 10 feet 

Components: V, S, M (bit of buffalo dung) 
Duration: One day. 


You may cast this spell on a number of targets 
equal to your clerical level. While this spell is 
active, each person under its effect 
automatically passes their next saving throw. 
The spell for them then expires. The spell can 
expire on one person and stay active on 
another. 


Inventory 

3rd level Divination (Wizard) 
Casting Time: 10 minutes 

Range: Touch 

Components: V, S, M (small abacus) 
Duration: Instantaneous 


You instantly know the contents and quantity of 
any container, wagon or vessel that you touch. 
You will know what is in it, but not anything 
more specific than what it is made of. You 
cannot detect if something is magical inside. 
You will know a chest contains a sword, but not 
if itis a the king's sword. This spell is taught 
only by the Darokin Merchant's Guild and 
Minrothad Tutorial Guild. 


Nightwatch 

2nd level Enchantment (Wizard) 
Casting Time: 1 action 

Range: Touch 

Components: V, S, M (bat's wing) 
Duration: 1 night 


The affected creature can see in the dark as well 
as he could see if it was daylight, up to 200 feet. 
After 200 feet everything appears to be in a 
haze. This spell has no affect in daylight, or 
inside or underground. This spell is taught only 
by the Darokin Merchant's Guild and Minrothad 


Tutorial Guild. 


Oilskin 

1st level Transmutation (Wizard) 
Casting Time: 1 action 

Range: Touch 

Components: V, S, M (bit of eel skin) 
Duration: 20 minutes 


You cannot get wet by any means short of 
complete immersion. Rain will not touch you, 
even waves across a ship will not get you wet. 
You suffer no penalty trying to see in a storm 
because rain does not get in your eyes. This 
spell is taught only by the Minrothad Tutorial 
Guild. 


At Higher Levels. When you cast this spell 
using a spell slot of 2th level or higher, the 
duration increases 20 minutes for each level 
above 1st. 


Orientation 

1st level Divination (Wizard, Ranger) ritual 
Casting Time: 1 action 

Range: Self 

Components: S 

Duration: Instantaneous 


You automatically know which direction is 
north when you cast this. It does not tell you 
anything apart from the orientation. 


Precipitation 

1st level Conjuration (Wizard, Druid) 
Casting Time: 10 minutes 

Range: Self 

Components: V, S, M (vial of pure water) 
Duration: 1 hour 


You create a light precipitation or rain, snow, 
sleet or hail in a 120' diameter centered on 
yourself. The weather isn't heavy enough to be 
anything more than annoying. Frozen 
precipitation will melt in hotter temperatures 
when it hits the ground. 


Predict Weather 

Cantrip (Wizard) 

Casting Time: 10 minutes 

Range: 10 miles 

Components: V, S, M (dirt from local area) 
Duration: Instantaneous 


You know what kind of weather and of what 
intensity it will occur in a 10 mile diameter 
around you. You have a general idea when the 
weather will arrive, and from what direction. 


Quicken Pace 

2nd level Enchantment (Wizard) 
Casting Time: 10 minutes 

Range: Self 

Components: V, S, M (small whip) 
Duration: 1 day 


Any horse or wagon under your control during 
this spell increases it over land travel by 2 miles 
for daily travel. It has no effect on speed other 
than total daily distance traveled. This spell is 
taught only by the Darokin Merchant's Guild. 


At Higher Levels. When you cast this spell 
using a spell slot of 3rd level or higher, you may 
extend the ability to another horse or wagon 
you can see. 


Retain Power 


7th level Enchantment 
(Wizard/Sorcerer/Radiance) 


Casting Time: 1 action 

Range: Self 

Components: V, S, M (soul crystal) 
Duration: Permanent 


You can retain the Rad dice from Radiance 
spells permanently by casting this spell. You 
can then spend the charges whenever you wish, 
storing them indefinitely. The more Radiance 
you store in your body the more difficult it 
becomes to cast spells. Every five charges of 
Radiance you have stored counts gives a *2 to 
the DC of any skill checks made to avoid fatigue 
from casting Radiance spells. 


This spell is considered extremely rare, 


casting it in public, especially in Glantri or 
Alphatia will draw all sorts of unwanted 
attention. 


Rot 

2nd level Necromancy (Wizard) 
Casting Time: 1 action 

Range: Touch 

Components: V, S, M (bit of rust) 
Duration: Instantaneous 


You cause a single non-magic item to decay into 
uselessness. The item must be able to be held in 
your hand. Wood rots, cloth becomes moth 
eaten, metal rusts. Items held by another must 
be touched with an attack roll, the owner of the 
item can make a Dexterity save to avoid the 
item's destruction. 


Savior Faire 

2nd level Enchantment (Bard, Wizard) 
Casting Time: 1 action 

Range: Self 

Components: V, S, M (bit of cologne) 
Duration: 1 hour 


You instinctively know how not to embarrass 
yourself when in an unfamiliar setting. You 
have advantage in skill checks to make friends 
in locations where you are not familiar. You 
may not know the language but can get by being 
a wallflower or with hand gestures. This spell is 
normally taught only by the Darokin Merchant's 
Guild and Minrothad Tutorial Guild. 


At Higher Levels. When you cast this spell 
using a spell slot of 3rd level or higher, the 
duration is increased by an hour for each level 
above 2nd. 


Sea Legs 

1st level Enchantment (Wizard) 
Casting Time: 1 action 

Range: Touch 

Components: V, S, M (bit of lime) 


Duration: 1 hour 


While under the effects of the spell the target 
suffers no penalties for moving on a rocking 
ship, and is immune to seasickness and other 
ailments brought on by being unaccustomed to 
ship life. This spell is taught only by the 
Minrothad Tutorial Guild. 


Silver Tongue 
2nd level Enchantment (Bard, Wizard) 
Casting Time: 1 action 


Range: self 
Components: V, S, M (silver piece) 
Duration: 10 minutes 


As long as you do not lie, you have advantage on 
all Persuasion skill checks. Omissions and 
exaggerations are permitted, but if you tell a 
blatant falsehood the spell ends. Telling 
someone “This is the finest dagger in Darokin” 
is acceptable, but not that it was wielded by 
Halav himself. This spell is normally taught 
only by the Darokin Merchant's Guild and 
Minrothad Tutorial Guild. 


Smuggling 

3rd level Illusion (Wizard) 

Casting Time: 10 minutes 

Range: Touch 

Components: V, S, M (small electrum statue) 
Duration: 1 day 


This spell can affect a person, a wagon, or a 
ship. While affected anyone trying to search the 
target for hidden contraband has disadvantage 
on all Perception skill checks. It does not make 
the cargo invisible, but people are more likely to 
overlook it. This spell is taught only by the 
Darokin Merchant's Guild and Minrothad 
Tutorial Guild, but not openly. 


Tar 

1st level Conjuration (Wizard) 

Casting Time: 1 action 

Range: Touch 

Components: V, S, M (a small bit of tar) 
Duration: Permanent 


You cover a 50' rope or 10x10 area with tar. The 
tar is sticky and will burn if an open flame is 
applied to it. Turpentine will remove it. You 
can cast this spell offensively, if the target fails a 
Dexterity save they are covered in tar, and may 
be set on fire as normal. 


Thornspear 

1st level Conjuration (Cleric, Druid) 
Casting Time: 1 action 

Range: Self 

Components: V, S, M (bit of mistletoe) 
Duration: 1 minute 


You create a 5' long magical spear that does 
3d10 damage and can be thrown. The spear is 
normal in all aspects, but disappears after you 
attack with it. 


Thunderdrum 

3rd level Invocation (Cleric) 
Casting Time: 1 action 
Range: 120' 

Components: V, S, M (drum) 
Duration: Instantaneous 


Your drum creates a deafening noise that drives 
enemies away. Creatures, friend or foe, within 
10' of you are not affected. Creatures CR1 or 
less automatically become frightened.. Other, 


creatures must pass a Wisdom saving throw or 
become frightened. This spell has no effect on 
creatures with more hit points than you. All 
creatures affected take Thunder damage equal 
to your cleric level. 


While frightened by this spell, a creature 
must take the Dash action and move away from 
you by the safest available route on each of its 
turns, unless there is nowhere to move. If the 
creature ends its turn in a location where it 
doesn't have live of sight to you, the creature 
can make a Wisdom saving throw, on a 
successful save the spell ends for that creatures. 


Transcend Life Force 


9th level Transmutation (Wizard, Sorcerer, 
Radiance) ritual 


Casting Time: 2d12 hours 
Range: Self 


Components: V, S, M (100,000 gp worth of exotic 
materials as determined by the DM) 


Duration: Permanent 


The ultimate spell of the Radiance, this spell 
gives you a chance at becoming an Immortal. 
Just learning this spell should be the goal of an 
entire campaign. The only way to acquire the 
spell is to learn it from a Prince or Archduke of 
Glantri, be a member of the Brotherhood of the 
Radiance, and have the sponsorship of an 
Immortal of the Sphere of Energy. 


To cast the spell you must have 50 
Radiance dice saved through the Retain Power 
spell. Once cast the you finds yourself floating 
before a golden door, which becomes more 
difficult to reach as the caster tries. To reach 
the door the caster must pass six skill checks in 
the form of saving throws. You must save 
against each saving throw at DC25 to prove they 
are worthy. If you fail any of them you wake up 
in pain at the end of the spell. For 2d4 days you 
have a 3096 chance of spell failure and cannot 
cast any Radiance spells for the duration. In 
addition you must make a DC15 Constitution 
save or lose a point of Constitution permanently. 


If all the skill checks are passed, you find 
yourself on the other side of the door before an 
Immortal of the Sphere of Energy. The 
Immortal will explain everything that has just 
happened, and the meaning behind the 
Radiance. The Immortal will then explain the 


last check is a duel. You must fight an 
Empyrean loyal to the Sphere of Energy alone. 

If you succeed, you have become an Immortal, if 
you fail your life force is used to power the 
Radiance. If you achieve immortality your 
character is removed from play to become a 
powerful force in the Known World. 


Transmute Water to Ice 
3rd level Transmutation (Wizard) 
Casting Time: 1 minute 

Range: 100 feet 

Components: V, $ 

Duration: Permanent 


You change all water in a 10x10x10 area to ice. 
If cast at a river or ocean the spell will create an 
iceberg, which will be moved by currents as 
normal. The ice in non-magical, and is treated 
as rough terrain if on the ground. 


Trust 

1st level Cantrip (Wizard) 
Casting Time: 1 action 

Range: Self 

Components: S, M (silver piece) 
Duration: 1 round 


Your gain advantage on the next Deception 
check you make before the spell expires. This 
spell is normally taught only by the Darokin 
Merchant's Guild and Minrothad Tutorial Guild. 


Warp Wood 

1st level Transmutation (Wizard, Druid) 
Casting Time: 1 action 

Range: Touch 

Components: V, S, M (bit of wyrmwood) 
Duration: Permanent 


You cause a single non-magic wooden item to 
warp into uselessness. The item must be able to 
be held in your hand. Items held by another 
must be touched with an attack roll, the owner 
of the item can make a Dexterity save to avoid 


the item's destruction. R 
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Wall of Wood 

4th level Conjuration (Druid) 

Casting Time: 1 action 

Range: 120 feet 

Components: V, S, M (heartwood of an oak) 
Duration: Concentration, up to 10 minutes 


A nonmagical wall of solid wood springs into 
existence at a point you choose within range. 
The wall is 6 inches thick and is composed of ten 
10-foot-by-10-foot panels. Each panel must be 
contiguous with at least one other panel. 
Alternatively, you can create 10-foot-by-20-foot 
panels that are only 3 inches thick. 


If the wall cuts through a creature's space when 
it appears, the creature is pushed to one side of 
the wall (your choice). If a creature would be 
surrounded on all sides by the wall (or the wall 
and another solid surface), that creature can 
make a Dexterity saving throw. On a success, it 
can use its reaction to move up to its speed so 
that it is no longer enclosed by the wall. 


The wall can have any shape you desire, though 
it can't occupy the same space as a creature or 
object. The wall doesn't need to be vertical or 
rest on any firm foundation. It must, however, 
merge with and be solidly supported by existing 
wooden supports. Thus, you can use this spell to 
bridge a chasm or create a ramp. 


If you create a span greater than 20 feet in 
length, you must halve the size of each panel to 
create supports. You can crudely shape the wall 
to create crenelations, battlements, and so on. 


The wall is an object made of wood that can be 
damaged and thus breached. Each panel has AC 
15 and 30 hit points per inch of thickness. 
Reducing a panel to 0 hit points destroys it and 
might cause connected panels to collapse at the 
DM”s discretion. 


If you maintain your concentration on this spell 
for its whole duration, the wall becomes 
permanent and can’t be dispelled. Otherwise, 
the wall disappears when the spell ends. 


Watcher 
1st level Divination (Wizard) 
Casting Time: 1 action 


Range: Touch 
Components: V, S, M (piece of ivy) 
Duration: 1 hour. 


When you cast this on a plant or local animal, 
any attempt to move past the plant or animal by 
another creature as least small size or above 
causes the plant or creature to sound a loud 
keening noise, clearly audible to all withing 60'. 
Undead do not trigger the effect, but invisible 
and flying creatures do. This spell is normally 
only taught to Treekeepers or Foresters. 


At higher levels: When you cast this spell using 
a spell slot of 2th level or higher, extend the 
duration by 1 hour per 1 slot over 1st. 


Watery Form 

2nd level Transmutation (Wizard) ritual 
Casting Time: 1 minute 

Range: Self 

Components: V, S, M (drop of pure water) 
Duration: Concentration 


You transform into a volume of water equal to 
your mass. Your clothing and gear transforms 
with you, and you cannot be separated. While 
you are in this state you can only be harmed by 
magic weapons, cannot attack, and move 1/3 
your normal speed. In addition you can breath 
water normally, but if you are in a body of 
water you move along with the water at the 
speed of the current. 


Wrath of Atruaghin 
9th level invocation (cleric) 
Casting Time: 1 action 
Range: 120 feet 


Components: V, S, M (medicine pouch, 
consumed in the casting) 


Duration: Instantaneous 


You bring down the wrath of the Immortal 
Atruaghin on your foes. Assign a number of 
dice equal to twice your cleric level to the 
targeted creatures, the pool may be divided any 
way you decided by you, it need not be the same 
damage type per target. You can describe each 
affect, some creature are hit by fire, others by 
lightning for example. 
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Magical Item Availability 


Mystara is a world rich in magic. Magical 
devices are fairly common, especially in the 
magocracies of Alphatia and Glantri. Other 
nations like Minrothad and Darokin are so 
involved in trading that anything can be 
found for a price. Indeed, in some cities 
magic items are openly hawked to passersby, 
from the mundane tool to the exotic artifact. 


Item Rarity 
Rarity Base Cost Chance # Found 
Common as 40% 2d6 
Uncommon 300 gp 20% 1d6 
Rare 2250 gp 10% 1d3 
Very Rare 35000 gp 5% 1 
Legendary 50000+GP 1% 1 Ever 
City Modifier 
Size Population Modifier Bonus # 
Settlement <500 -30% 0 
Town <5000 -10% 0 
City <20000 0 1 item 
Capitol <50000 +10% 1d3 
Metropolis 550000 +20% 1d6 
Special Modifiers 
Feature Modifier Bonus# Cost 
Port +10% 1d2 -10% 
Trading Post +5% 0 +20% 
Mage's Guild +10% 1d3 +25% 
Foreign Nation -2000 0 +30% 


To find an item for purchase, first calculate 
the various modifiers for city size, location 
and item rarity. If the percentage is less than 
1% the item is not present at your location. 
Otherwise make the roll to see if you can find 
the item. Each roll takes up one week of 
down time. If you fail the roll the week is 
wasted. If you fail three rolls looking for the 
item, it is not present at that location. 


National Modifiers 


Nation Cost Modifier Bonus # 
Alfheim +25% +20% 1d3 
Alphatia -10% +30% 1d6 
Atruaghin +500% -75% 0 
Darokin -20% +15% 1d6 
Ethengar +50% -50% 0 
Five Shires -10% -20% 1d2 
Glantri -25% +40% 1d8 
Ierendi * 3096 -30% 0 
Karameikos 0% 0% 0% 
Minrothad +10% +25% 1d4 
Ostland +30% -20% 0 
Rockhome +65% -40% 0 
Serraine +100% “5000 0 
Soderfjord +40% -50% 0 
Thyatis -15% -10% 1d6 
Vestland +10% -10% 0 
Ylaruam +100% -50% 0 


Major Imports and Exports 


You have advantage trying sell major imports or buy major exports. 


You have disadvantage trying to sell major exports or buy major imports. 
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Kerendas 


Kobos 


Minrothad Minrothad Precious Metals, Gems, Common VVood, 
Pottery, Cloth 


Malfton 


Nevvkirk 
Norrvik 
Oceansend 
Seahome 
Selenica 
Shireton 


Soderfjord 


A ad e sini 


Karameikos | Common Wood, Animals, Hides, Precious 1 Weapons, Armor, Horses, Furs 
Woods 
Stahl EY Rockhome Monsters, lvory, Previous Metals Meat, Silk, Textiles 


Specularum 


Surra-Man-Raa 


Stronghold Minrothad Grain, Precious Wood 
Ylaraum Precious Metals, Rare Books, Monsters, Weapons, Cloth 
Pottery 

Thyatis Coffee, Tea, Cloth, Animals Glass, Porcelain, Salt 
Thyatis Coffee, Tea, Oil, Beer Hides, Cloth, Dyes 
Darokin Fish, Cloth, Pottery Precious Metals, Salt, Hide 
Thyatis Silk, Weapons, Armor, Horses Gems, Precious Metals, Spices, Oil, Furs 

Minrothad Common Wood, Precious Wood, Cloth, Dyes, Silk, Salt, Furs 

Rare Books 

Textiles, Hides, Wine Silk, Beer, Meat 
Fish, Cloth, Textiles Common Woods, Meat 


Notes: P: Port G:Mage's Guild T:Trading Post 


Tameronikas 


Tel Akbir 


Tenobar 


Thyatis 


Verdun 


Yvoness 


Zeaburg 
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Great Markets of the Known World 


a , ur.” ne Fİ səv: 
Alfheim is the only true city in the nation of The Grand (vtt of Ylaruam is a frenzied 
Alfheim. Built to concentrate foreign traders site for trading. Here everything must be 
in one location inside the elven kingdom, itis purchased through haggling, and coin is not 
the best place to find elven goods. the only way to purchases merchandise. 


Athenos Harbor in Darokin is where you can Thyatis' Great Market is one of the busiest in 
find almost anything, regardless of legality. the world. Stalls stretch for miles as every sort 
Busy day and night, the city in known for it's of good or service can be found here if you 
thriving and open black market. look hard enough, not matter the time. 


The Central Market in Darokin City is possibly Stahl's Market District is the best place to find 
the largest market in the world. Anything can the goods of Rockhome. The market is the 

be found here, from magical devices to wild — staging ground for the caravans, but items can 
animals. Everything has a price here. be purchased here before they leave. 


Glantri's Open Market is the place to purchase Minrothad City is one large market itself. 
magic items. Produced by the Great School of From the Lower and Upper Markets to Craft 
Magic and local wizards, seemingly everything Row, you are never far from a store front in 
for sale here has some sort of dwoemer. this mercantile haven. 


The Market of the Golden Court is Ethengar's The World Elevator in Atruaghin is a lift 

only true market. There under heavy guard constructed to move merchants up the plateau. 
merchants can strike deals with the nomads to The Bear Tribe has set up a large trading post 
purchase large quantities of livestock. at the base to get goods before the other tribes. 
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Darokin Guilds 


Al-Azrad. Located in Selenica, Al-Azrad 
specializes in trade with Ylaruam. The guild 
does actual little business with the rest of 
Darokin because of its distant location. 


Corun. Based out of Corunglain, Corun 
focuses on trading merchandise strictly 
inside of Darokin. Corun is known for it's 
powerful political connections. 


Franich. The newest major guild, Franich has 
no specialty and instead has interests in 
almost every type of commerce. As befits 
their style, Franich is located in Darokin City. 


Hallonica. Based in Selenica this is the 
dominant house in the East. Hallonica 
succeeds by being one of the most politically 
adept houses through mutual diplomacy. 


Linton. Located in the port city of Athenos 
Linton is the only nautical trade guild in 
Darokin. They are one of the richest guilds 
because of their greatly increased range. 


Mauntea. The most powerful guild in 
Darokin, Mauntea has set the standard for 
political power in Darokin city for centuries. 
Most innovations have come from Mauntea. 


Pennydown. Another guild based in Darokin 
City, Pennydown makes its money on sheer 
volume. While not of the best quality, their 
products can be found everywhere. 


Toney. The smallest of the great houses, 
Toney dominates lake shipping out of Akesoli. 
Trading heavily with Glantri and Atruaghin, 
Toney also specializes in agriculture. 


Umbarth. Though based in distant Akesoli, 
Umbarth makes its money by being the most 
widespread guild. Trading with almost every 
known nation, Umbarth reaches everywhere. 


Minrothad Guilds 


Corser. Set up by humans, Corser specializes 
in luxury goods. While the guild actually 
produces very few products, the sheer cost of 
them makes the guild profitable. 


Elsan. Set up by the water elves, Elsan is the 
largest ship building guild in Minrothad. 
Elsan makes a large amount of money 
through fishing and whaling. 


Hammer. Comprised of dwarves, Hammer 
handles all trade dealing with metal and 
stone. The guild makes the finest weapons 
and armors through a secret process. 


Mercenaries. Actually the standing army for 
Minrothad, the guild is found both on land 
and in ships. The guild is a political one and 
is paid for its services by the government. 


Minrothad. The nation of Minrothad uses a 
guild structure as its government. Neutral in 
the affairs of other guilds, Minrothad is still 
the most dominant guild in the nation. 


Quickhand. A guild consisting of primarily 
hin, Quickhand deals with leather goods and 
fuelmaking. The guild also focuses on 
creating dishes and art objects from clay. 


Verdier. Primarily wood elves, Vernier 
specializes in all goods wood and cloth. 
Verdier also has a duty to handle agriculture, 
a duty they share with Guild Quickhand. 


Sea Merchants. A political guild comprised 
of sailors and dockhands, the Sea Merchant 
or Merchant Sailor's guild handles the 
transport of all goods made in Minrothad. 


Tutorial. A combination of several smaller 
guilds, the Tutorial Guild handles all legal 
proceedings and trains merchant princes in 
the ways of guild magic. 


Tools and Equipment 


Many adventurers in Mystara are trained in a trade or profession before becoming adventurers. 
For some, especially in Minrothad and Darokin, adventuring is a means to acquire more capitol for 
a side business. Other adventurers pick up use trades that help them mend or create weapons, 
armor or even legal knowledge in cases of legal difficulties. 


Weapons 
Item Cost Weight 

Name Cost Damage Wt. Properties 
Advocacy Books 75gp 10 lbs 

Cestus 1gp 1d4 11b. Finesse, Light 
Armorer's Tools 35gp 70 lbs 


bludgeoning 


Batge Making 100i | 322 ... Kasas 25gp 146 slashing 31b. Finesse, Light 
Bovvyer Tools 15gp 3 lbs 


Builder's Tools 5080 201bs Whistling 3 sp None % Signal noise 


Cabinetmaker's Tools 8gp 7 lbs AITOW lb. only 


Canvas Maker's Tools 5gp 4 lbs 
Cart Maker's Tools 15gp 8 lbs 
Cooper's Tools 3gp 5 lbs 
Farmer's Tools 5gp 22 lbs 
Financier's Ledgers 50gp 8 lbs 
Fletcher's Tools 3gp 1 lb 
Lawyer's Books 100gp 15 lbs 
Lumberjack's Tools 25gp 30 lbs 
Mining Tools 10gp 25 lbs 
Net Maker's Tools 2gp 4 lbs 
Rope Maker's Tools 1gp 6 lbs 
Saddle Maker's 25gp 10 lbs 
Shepherd's Tools 10gp 10 Ibs 
Shipwright's Tools 65gp 120 lbs 
Tailor's Tools 15gp 4 lbs 
Tool Maker's Tools 25gp 18 Ibs 
Trap Maker's Tools  45gp 7 lbs 
Wagon Maker's 35gp 6 Ibs 
Wheelwright's Tools 15gp 4 lbs 


Castles and Stronghold Construction 


Construction Cost (GP) | AC |HP | Description 

Detail 

Barbican 37,000 17 700 | Includes two towers (30'x20'), gatehouse, gate & 
drawbridge 


Battlement 0 1 Crenelated Parapet 100' 


Building, Wood İ 1500 
Building, Stone 3000 


Door, Exterior- 100 20 
Wood or Stone 


Two-story, 120' of walls, doors, stairs, floors and roof 
Two-story, 120' of walls, doors, stairs, floors and roof 


Reinforced & Barred (7'x5') 


Wooden Reinforced (10x20) 
Dungeon Corridor N/A | 10'x10'x10', stone flagged, stone walls 


Gate, Wooden 2 Reinforced & Barred, (10'x20') 


Drawbridge 


Gatehouse 550 | Stone (20'x20'x30’), includes gate and portcullis 


Stone (80'x60'x60) 

Moat, Unfilled N/A | Ditch (10' deep, 20' wide, 100") 
Moat, Filled N/A | Canal (10" deep x 20" wide, 100") 
Tower, Bastion 17 3 Stone, half-round (30'x30') 

17 350 | Wide tower, stone (30"x30") 
Narrow Tower, stone (30'x20') 


Wall, Castle 5000 17 500 | Stone (20'x5'x100') with walk and stairs 


Wall, Wood 1000 Stockade (20'x5'x100') with walk and stairs 
Window, Open 3'x1', provides cover 


Window, Barred 3'x1', provides cover 


7 
0 

17 
Keep, Square 17 


Captain Quinn’s Nautical Emporium 


The pride of the Minrothad Islands is proud fo offer These fine magical ifems 
acquired affTer a lifetime of adventure on the high seas. Each of these fine 
magic items will make any ship’s captain's life so much easier, you'll wonder 
how you got along without them. Prices aren't listed, because if you have fo 
ask, you can't afford if. Check us ouf in Harborfouin, the Old Town side. 


Amulet of Timekeeping. For those you who know anything about navigation, 
the only real way to know where you are going east to west is by keeping 
accurate time. This beauty does exactly that. Use the command word and it 
will keep accurate time no matter what. 


While activated you know the exact time, and gain advantage on all skill 
checks using navigator's tools made on the open ocean for navigating. 
(Uncommon) 


Balance of Conversion. This beauty is a must for people trading in areas that 
don't accept coins, or for cashing in gems without having to pay the jeweler's 
fee. Simply put either coins or a gem on one side of the balance, say the magic 
word, and the balance will turn coins into a gem of equal value or the gem into 
coins of the gem's worth. 


When activated the balance will turn up to 1,000 coins (the balance only 
holds 100 coins if not in a bag) in a gem of equal value. If a gem is placed on 
the balance then the balance transforms it into local coins of equal value. 
The balance can be used up to three times a day. (Rare) 


Bead of Dew. This one you'll want to stock up on. Perfect when you have to 
stock up on your water supplies but your source of water is of a dubious 
nature. Just drop one of these into a barrel of water, and you've instantly got 
pure clean drinking water. 


The bead will purify up to 100 gallons of water when places in the vessel 
containing the water. The effect is permanent, though the water may foul 
normally afterwards. This uses up the bead. (Common) 


Cabinet of Security. A must for captains who don't like people meddling in 
their affairs. The cabinet has several functions, and you'll use all of them. First 
only you can open it without magic. Second it can't be moved unless you want 
itto. Third, and most important, you can decide what drawers are visible when 
people are looking through it. 


The cabinet has three effects, all triggered with the command word. The first 
effect causes Arcane Lock to be cast on the cabinet. This lasts until its owner 
uses the command word to deactivate it. The second prevents the cabinet 
from being moved. The only way to move the cabinet to take a section of the 
floor with it. The last effect allows the owner to create an illusion that any 
number of drawers to appear as empty shelves. Any of the effects can be 
used as often as needed. (Rare) 


Chalice of Detection. This one is a true lifesaver. Nothing fancy about it, any 
kind of poison is put into the chalice and it turns it into a frothy foul smelling 
green liquid. You will instantly know that somebody is trying to drug you. 
Then all you have to do is use the cat of nine tails to figure out who. 


When a poison is placed in the chalice, the chalice transforms the liquid 
inside it to a green foul smelling fluid. While it does not neutralize the 
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poison, it is impossible to miss the transformation. (Uncommon) 


Desk of Studying. For you Merchant Princes or other wizardly types, you 
need this. The desk speeds up the time it takes to memorize spells from a few 
hours to just a few minutes. While the desk to too large to take adventuring, it's 
perfect in a captain's cabin. 


When a wizard sits at the desk to prepare spells, it only takes 1 minute per 
spell to prepare all the spells instead of 1 minute per spell level. (Very Rare) 


Earring of Seamanship. So you've got a landlubber that don't know the jib 
from the head and you can't just throw him overboard. With this little gem 
you'll make a salt out of him yet. Just stick it in his lobe and he'll automatically 
know the difference between a rope and a line. If he ain't got his ears pierced 
yet, well, that's why they made knives. 


Wearing the Earring gives you proficiency in Vehicles (Water). (Uncommon) 


Figurehead of Protection. If you don't have one of these on your ship yer a 
damned fool. This beauty will keep your ship from harm, no matter what. 
Rocks, sea monsters, or ballista fire fire just scratches the paint. The only way 
your ship is going to the deep is through sorcery, nothing else will touch it. 


While attached to the bow of an ocean going ship, the ship gains Immunity 
(non-magic attacks). (Legendary) 


Gaff of Docking. The best way to make money on the seas is to leave nothing 
to chance. This item's effect isn't impressive, but the peace of mind it gives a 
ship's captain is worth the price. Just touch the gaff to the ship or mooring you 
are docking with and your ship will effortlessly slide along side it. Can also be 
used for boarding actions, but you didn't hear that from me. 


When touched to a dock or another ship, your ship will gently move along 
side it, no check needed. (Common) 


Gavel of Authority. While a Captain's Mast is rarely a pleasant thing, with the 
gavel at least they will listen to you. Just slam it down once and everyone 
present will be captivated by your every word. Great for stopping mutinies 
before they start. 


When activated your Charisma based skill checks have advantage for 10 
minutes. The Gavel can be used three times per day. (Uncommon) 


Handkerchief of Flirting. This one you will get a lot of use out of at parties 
and soirees. Just wave it in front of your face, say the magic word and for the 
next hour you will be the life of the ball. Ladies will find you irresistible, no 
matter how bad your jokes. 


When activated you have advantage on all Persuasion skill checks of a 
romantic nature against characters of the opposite sex for one hour. The 
Handkerchief of Flirting works once per day. (Uncommon) 


Handkerchief of Lengths. This is a discrete but effective lifesaver. Looks like 
an ordinary kerchief, but you say the command word and you can lengthen it 
out for a couple hundred feet. Great when you need to make a quick get away 
off a balcony or have to tie up some guard while you do a little ransacking. 


The Handkerchief will go from several inches long to up to 200 feet long 
when you pull on it as you use the command word. The weight will not 
change, and the handkerchief has the same toughness of silk rope. It will 
return to normal size if you use the command word again, untying itself on 


the opposite end if necessary. (Uncommon) 


Everful Inkwell. /f you're a penny pincher like myself, you'll love this magical 
creation. It never runs out of ink, ever! Write your memoirs knowing you've 
spent your last copper on ink. It won't even spill when tipped over! How can 
you beat that kind of value? 


The inkwell never runs out of ink when used with a pen. The ink is 
non-magical, and will only come out when a pen is dipped in it. (Common) 


Irons of Imprisonment. Sometimes you have to clap a man in irons. Knowing 
our business, that man will usually know his way around a lock or two. So 
what to do? Try these magical shackles. They work on command words, they 
don't even have a lock! One word locks them in place, another word frees them. 
Remember to take them off before you chuck the sorry bastard overboard. 


The irons when activated lock in place as an Arcane Lock until the other 
command word unlocks them. The irons cannot be damaged except by 
magic. (Uncommon) 


Ladle of Drinking. An absolute must for extending the life of your rum ration! 
Just say the magic word and the ladle will refill itself ten times with what ever 
beverage you just poured. Morale is much easier to maintain if they know the 
booze is safe. 


When activated the Ladle refills up to ten times with a non-magical beverage 
that was last in the ladle. The beverage is non-magical, but has all the same 
properties as the copied beverage. The copied beverage must be potable. The 
Ladle can be used once per day. (Uncommon) 


Librum of Evaluation. When you are tired or just being lazy, this book will 
turn the task of appraising your latest haul into a minor distraction. Just touch 
the gem or jewelry to the blank page on the left, and the librum will give you a 
description and monetary appraisal on the blank page on the right. Then just 
turn the page and start with the next bit of loot. When the book is full, close it 
up and start again the next day with all the pages pages magically wiped clean! 


A Librum of Evaluation comes with 80 + 2d20 pages. Touching a non-magical 
piece of jewelry or gem causes the librum to cast an evaluate spell on it, with 
the results magically written on the opposite page. When the book is full, it 
ceases to function for 24 hours afterwards the book is wiped clean and can be 
used again. (Uncommon) 


Portable Mast. You will want several of these, trust me. Say you lose a mast in 
a storm or to hostile action. Normally you are in dire straights, but with a 
portable mast replacing the lost sail is a breeze. Just clear the damaged one out 
of the way, place this pole and say the magic word. The pole will grow to 
replace the missing mast, complete with fully rigged sails! 


The portable mast only works on ships. When the command word is spoken 
the 10' pole grows to the size of the desired mast, and even produces sails and 
rigging of the appropriate type. Saying the command word again returns the 
sail back to its normal shape. (Rare) 


Needle of Sewing. Got this little treasure off an Ierendi captain in a game of 
cards, along with everything she was wearing but her socks. This one is a real 
time saver. Just touch it to what you need fixed, say the magic word and the 
needle will stitch back up! Not just cloth, I've seen this thing sew back 
splintered wood good a new. Your sailmaker will thank you for this one. 
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The needle can be used to cast the mending cantrip at will. (Common) 


Oar of Rowing. Another fantastic piece of nautical magic, the Oar will row by 
itself with the strength of twenty men! Just put the business end in the water 
and say the magic word and off you go. Now unless you want to go in circles, 
you'll need twenty men on the other side of the boat as well. Or just just buy 
two! 


When the paddle is placed in the water the oar will row by itself as if pulled 
by twenty men until the command word is spoken again. Unless an equal 
amount of rowers or another Oar of Rowing is on the opposite side of the 
ship, the ship will go in circles. (Rare) 


Aromatic Pipe. This is just a creature comfort, but a needed one. Place any 
combustible material in the pipe, from tobacco to paper, say the command 
word and the pipe will turn it into a lovely pipeweed with any flavor desired. 
Turn torn up paper into the finest Belcadiz tobacco, or go for more exotic smells 
like cherry wood or mint. 


When the command word is spoken the pipe the produces a flavored smoke 
of the smoker's choice. (Common) 


Pole of Angling. If you need fresh fish for the crew, or you are fishing for 
bigger game, this gem here is what you be needing. Bait the hook, cast the line, 
and name your catch. As long as its near by you'll haul it without harm within 
aminute. Best part it as long as it lives in the sea, you can catch it! Giant 
crabs, sea serpents, merfolk, all can snatched from the sea with this beauty. 
Yeah don't expect the mermaid to be happy to see you if you reel her in with 
this. 


The user names a sea creature and casts the line. If the creature is within 1 
mile they will swim to the line in 1d6 rounds. Once the target has taken the 
bait the pole will reel them in without harm. The pole will not work on 
creatures with 100hp or more, and any creature CR3 or higher can make a 
Strength save vs. DC10 to avoid the affects. The pole can be used three times 
a day, including failed attempts. 


Quill of Forgery. While I'm not suggesting you partake of any illegal activities, 
sometimes you need something authorized and the local authorities are asking 
for a tad more than the going price for the service. With this dandy item, just 
get a sample of their handwriting and you can make any form look perfectly 
legal! 


The Quill of Forgery requires a sample of the writing to be copied to be held 
in the off hand. When activated you can perfectly copy the handwriting of 
the sample well enough to pass any scrutiny. The Quill can write up to 100 
words per day before needing to recharge for 24 hours. (Rare) 


Rudder of Guidance. Any captain that doesn't have one of these on his ship is 
a damned fool if you ask me. You put the rudder on your ship, say the 
command word and your destination and the rudder will steer straight to the 
destination, never once veering off course. If you have to take a detour, just say 
the command word again and the ship is yours. Cuts down on the need for a 
helmsman dramatically. 


The Rudder of Guidance has to be installed on a ship to work. Once activated 
the ship will not go off course, but will go the shortest way possible, even if 
that route takes the ship through inclement weather or dangerous areas. 
(Rare) 


Soap of Washing. You will thank me for this purchase later. Just put this bar 
of soap in a bucket of water and for the next hour and stain the water touches is 
instantly cleaned. Works on crew as well! Just line them up in a row and get to 
washing, your nose will appreciate it! 


Put the soap in a container of water, for the next hour any non-magical stain 
touched by the water is instantly cleaned. The soap is used up in the process. 
(Common) 


Spoon of Medication. So you've got a man down with an illness, before it 
spreads to the rest of the crew get him back to shipshape with this dandy 
charm. Just fill it with honey and shove the remedy down his throat, disease 
cured! 


To activate fill the spoon with honey and imbibe. The spoon will cure all 
non-magical diseases. The spoon can be used once per day. (Common) 


Table of Plenty/Banquets. This wonder is perfect for saving your ship's stores, 
especially if your steward isn't the greatest cook in the world. Simply say the 
command word and four meals will magically appear, complete with settings! 
The food is adequate fare, and can be summoned three times a day. Now if you 
have the gold, upgrade to the Table of Banquets to keep the entire ship happy. 
Now the table will expand to feed up to 40 people, just like above. You'll need 
the space of course, my suggestion is to use it above decks when possible as the 
table will be 60' long. Best part, say the command word again and all the 
scraps instantly vanish! 


The Table of Plenty will magically create up to four meals three times a day, 
complete with place settings, candles and tablecloth. Anything moved more 
than 5' from the table vanishes. The Table of Banquets will also expand up to 
60', with settings for four additional people per 5' expanded. The Table of 
Banquets will return to normal size with the command word again. It is 
identical in all other purposes as the Table of Plenty. (Rare/Very Rare) 


Tome of Translation. So you're ashore on the Isle of Dread and the village 
chief is telling something and you don't know if he's offering you his daughter 
or inviting you to be the main course at dinner. Well, worry no longer! Hold 
open the Tome of Translation and all conversation will be translated into the 
language of the reader. Works great until you realize the village chief can't 
read. 


When the Tome is open all dialogue is transcribed into the language of the 
person being spoken to. The Tome will record up to 300 pages of dialogue 
before it slams shut and requires 24 hours to recharge, then it will open with 
all pages blank again. (Uncommon) 


Xylograph. One problem you have with a lot of sailors is they can't write for 
anything. This is the answer to your prayers! This seemingly boring square 
piece of wood will sketch out everything you say with perfect spelling as soon 
as you say the command word. Say it again and the grooves magically fill with 
ink! Then just put a piece of parchment to it and you've got yourself a letter 
that would make any scribe jealous. 


When you say the command word the Xylograph records everything said in 
its presence by inscribing the words onto its self. Activating it again fills the 
grooves with magical ink and you can use paper to make the dialogue into a 
letter. You can also draw on it with just your finger, the Xylograph will shape 
to form your drawing. The Xylograph can be used once per day. 


150 


Tarla's Epicurean Delights 


After a successful career adventurering, I have settled down and focused on my try love of fine food and 
drinks. Now I am able to offer you the widest variety of beverages, cheeses and breads from across the 
known world. Perfect for dining with royalty or sea salts. With locations in Darokin, Minrothad, Thyatis, 
Alphatia and now Glantri City, you are never far away from the best foods at the lowest prices. 


Ask about deals on larger quantities. 


Wines 


Azure Lune de Vin: A magical brew from the Wizards of Wines, this fruity bright blue wine makes 
its imbiber alert and energetic, until the effect wears off and the full effect of the wine kicks in. 
(Remove one level of fatigue for four hours at the end of the four hours gain two levels of fatigue.) 


Bottle: 20pp, Glass: 7pp (You may only benefit from a glass once per day) 


Cava: A light, bubbly wine made by the Belcadiz elves of Glantri. The wine of choice by them, 
considered a delicacy by vintners. 


Bottle: 8pp, Glass: 8gp 


Champagne de le Stomp: From the Wizard of Wines winery in New Averoigne, de le Stomp is 
considered one of their finest. A heady wine, with a strong distinct taste. 


Bottle: 15pp, Glass: 3pp 


Deepwood Spice Wine: A special blend from Clan Chossum, this one is unique as its rich almost 
bitter flavor is loved by humans and dwarves, but elves consider it a poor house wine. 


Bottle: 12pp, Glass: 12gp 


Glowtree Fruit Wine: Another import from Clan Chossum, this one is preferred by elves and has a 
small demand by Hin. To others the strong citrus flavor can be overwhelming. 


Bottle: 5pp, Glass: 1pp. 


High Shire Mulberry Wine: A common wine imported from the Shires, the berry flavor on this 
vintage is an acquired taste. 


Bottle: 2pp, Glass: 2gp 


Imperial Spice Wine: From the Alphatian Empire, this magically enhanced brew can leave the 
heartiest drinker in an alcoholic stupor after a single glass. (Make a DC15 Constitution saving 
throw or be stunned for 1d6 rounds) 


Bottle: 120pp, Glass: 14pp 


Mositius Label Red: One of the finest wines produced in the Thyatis Empire, a thick strong bodied 
wine favored by Emperor Thincol himself. 


Bottle: 20pp, Glass: 4pp 


Mositius Label White: Not as in demand as Red Label, this light fruity wine is still extremely 
popular in the Thyatis Empire. 


Bottle: 16pp, Glass: 13gp 


Norworld Ice Wine: A rare import from Alphatia, this obviously magically enhanced wine is cold 
no matter how long it has set out. A unique taste, this wine is bought more for the novelty value. 


Bottle: 20pp, Glass: 4pp 


Patxaran: An acquired taste even among the Belcadiz elves, this bitter spiced wine is considered 
best served with the zesty food you find among the Glantrian Elves 


Bottle: 2pp, Glass: 2gp 


Purple Grapesmash #3: A mass produced wine from the Wizards of Wines in Boldovia, this wine 
can be found in most taverns across the known world. 


Bottle: 1gp Glass: 2sp 


Red Dragon Crush: A rich hearty wine popular among adventurers, this Wizards of Wines 
specialty is in great demand in Minrothad. 


Bottle: 4pp, Glass: 1pp 


Sangria: The most common of the Belcadiz wines, this fruity blend is produced in enough quantity 
to make it to the tables of most taverns in Glantri and Darokin. 


Bottle: 2pp, Glass: 2gp 


Silver Selection Sherry: A extremely common mass produced wine from Darokin, whose primary 
advantage is it will get you drunk quickly and cheaply. 


Bottle: 1gp, Glass: 2sp 


Sunless Sea Blue: A dwarven wine of unknown origin, this dark blue tinted liquor is filled with 
unusual but delicious flavor making it greatly in demand. Dwarves seem to hate it though. 


Bottle: 60pp, Glass: 12pp 
Brandies 


All's Reckless Brandy: Brewed but once a year on the holiday that gives it the name, this liquor is 
greatly in demand outside Minrothad as most of it is drunk in a single day. 


Bottle: 12pp, Glass: 3gp 


Blackbottom Port: A brandy despite its name, this cheap quality Shire drink is famous for tasting 
better the more you drink it. 


Bottle: 2gp Glass: 1sp 


Quortwiz: A gnomish brandy made from rutabagas and cauliflower. A unique taste, usually drunk 
by other races on a dare, then followed up with a chaser, traditionally with six shots of Wodka. 


Bottle: 8gp, Glass: 1ep 


Ales, Beers and Meads 


Blackheart Dark Stout: One of the few things to come out of that dark land, this stout is a thick and 
heady drink, with more than enough kick so you won't need more than a few to forget the day. 


Keg: 37gp, Pint: 3sp 


Broken Lands Stout: An extremely strong beer coming out of Darokin, this one is thick enough to 
make it a sipping beer. The strong taste is not meant to be taken all at once. 


Keg: 6gp Pint: 5cp 


Deep Dark Pale Ale: Sold in limited quantity by the dwarves of Rockhome, this ale is surprisingly 
smooth for a dwarven drink. While much more expensive, most think its worth it. 


Keg: 62gp Pint: 1ep 


Gaity Local Blend: The house brew of Gaity Island in Alphatia, this beer is known for its rich taste, 
merciful hangovers and overpriced mugs. You are paying for the name. 


Keg: 124pp (124gp in Alphatia), Pint: 5gp (5sp in Gaity Island, 1gp in Alphatia) 


Hattian Lager: While the people maybe unpleasant, their beer is not. This lager is a rich and 
flavorful blend that always seems to beg for another round. 


Keg: 2pp, Pint 8cp 


Jarl's Ale: The common name of any number of ale produced in the Soderfjord Jarldoms, this mass 
produced beverage is typically found across the realms in taverns everywhere. 


Keg: 1pp, Pint: 4cp 


Low Port Ale: A common citrus tasting ale from Minrothad, this cheap strong drink is very popular 
with sailors as they say it keeps scurvy away. 


Keg: 6gp, Pint: 4cp 


Mleko Borsuk Golden Label: A surprisingly smooth and creamy mead from the gnomes, this 
recipe is kept secret, though the drinkers don't ask many questions. 


Keg :2pp, Pint 8cp 


Ochalean Ginger Beer: Don't let the name fool you, this is a Thyatian brew. Made with a rather 
complicated brewing process, this brew has a sharp citrus taste that can surprise you. 


Keg: 2pp, Pint: 8cp 


Old Town Lager: A new beer from Vestland, Old Town is almost clear brew with a strong kick but 
flavorful after taste. 


Keg: 62gp, Pint: 1ep 


Ross' Finest: The pride of Klantyr, this Glantri brew is the favorite of Crownguard warriors, though 
its thick body and extremely high alcohol content are too much for many men. 


Keg: 7gp 1ep, Pint: 6cp 


Ruby Dragon Stout: The strongest beer made in the Shires, this nutty stout will knock dwarves off 
their stools, and leave them with a strong walnut smell on their breath. 


Keg: 1pp, Pint: 4cp 


Tangor: Low in flavor, but high in alcohol this cheap beer from the Isle of Dawn at least will let you 
forget how had it tastes when you wake up. 


Keg: 3gp, Pint 2cp 


Traldar's Kiss: An extremely common, cheap and strong beer from Karameikos, this is the beer for 
someone looking to get drunk on a budget. 


Keg: 4gp, Pint 3cp 


Wyrwarf Fungal Mead: A very unusual mead from Rockhome, made out of fermented 
mushrooms. Dwarves may favor it, but it is a drink others have to force themselves to like. 


Keg: 6gp, Pint: 4cp 


Zeaburg Royal Mead: Without a doubt the best mead produced. This Ostland drink provides the 
right amount of flavor compared to its kick. It's a drink to enjoy without getting drunk too quickly. 


Keg: 6gp, Pint: 5cp 

Spirits 

Bramblerose Rose Whiskey: The best whiskey from the Five Shires, Bramblerose is long 
fermented in rose wood vats to give it a very distinctive taste. The flavor makes it quite popular 
Bottle: 7gp, Shot: 6sp 


Crownguard Black Label: While other lands prefer wine, the Klantyre love their whiskey. 
Fermented for at least five years, there is no whiskey in the world better known than Black Label. 


Bottle: 50gp, Shot: 4gp 


Jenevir: A harsh liquor from Glantri, only the Flaemish drink this straight. Almost everyone else 
mixes it with a weaker drink to lighten the kick. 


Bottle: 12gp, Shot: 1gp 


Kumis: An extremely unusual drink from Ethengar, mare's milk fermented with sugar. The taste is 
highly exotic with a legendary kick. While an acquired taste for others the Ethengar love it. 


Gourd: 4gp 


Nalewki: A strong fruit liquor from Karameikos, this Traladaran staple has found a home in 
Thyatis and elsewhere for it's pleasant flavor and mild after taste. 


Bottle: 16gp, Glass: 2gp 


Sapaa: A fruity liquor from the Pearl Islands, this is a major export of Thyatis mainly because of the 
ease to brew it. While not the best tasting liquor, it is one of the cheapest. 


Bottle: 8sp, Glass: 2cp 


Sea Shire Bumbo: The most popular rum among sailors of Ierendi, Minrothad and the Shires, 
Bumbo is found on most ships. Sailors prefer its citrus base for keeping away disease, and the 
flavor helps. 


Bottle: 4pp, Glass: 1pp 


Wodka: A common and cheap beverage from Karameikos, wodka is a staple in that nation as well 
as gaining popularity among the peasants in Thyatis and Glantri. 


Bottle: 1gp, Shot: 1cp 
Non-Alcoholic 


Al-Qahwa: A popular coffee from Ylaruam, this is mixed with cinnamon for extra flavor. Traded 
heavily, with high demand in Darokin and the Shires. 


Pound: 10gp, Cup: 2sp 


Atay: A popular Ylaruam tea, this is gaining popularity due to being brewed with mint leaves. Even 
the stoic dwarves and Ethengari have started buying it in bulk. 


Pound: 15gp, Cup: 3sp 


Herbata: A Karameikos tea, herbata is an acquired taste. The local Traladarans love it for its heavy 
bitter taste, but it has not caught on it other lands. 


Pound 3gp, Cup: 6cp 


Kava: An Ierendi herb drink, the bitter drink is said to have medicinal properties. Preferred by the 
local Makai, visitors to the islands try it more for its reputation than its taste. 


Glass: 5cp. 


Qahwah Sadah: The most common Ylaruam coffee by far, this strong black blend is loved by 
adventurers for its low cost and ease of flavoring. 


Pound: 2gp, Cup 2: cp 


Quickhand Brand Coffee: The Shire's attempt to get in on the Ylaruam coffee market, Quickhand is 
a mild coffee, grown in quantity in Highshire. While not as strong as Ylari coffee, it is cheaper. 


Pound: 1gp, Cup: 1cp 


Veeqay's Laffy Fizz: Despite what you think, it's not a gnomish drink. Made for a rogue born in 
ancient times, this strange fizzing drink actually tickles as you drink it. Popular with children. 


Bottle: 4sp 


Zhü Chá: A tea from Ochalea, Thyatis began exporting it when Emperor Alexian I grew fond of it. 
It can be brewed several ways, from sweet to bitter and in between. 


Pound: 4gp, Cup: 3cp 


Cheeses 


Ackawi: An extremely popular cheese from Ylaruam, this semi-hard cheese as a mild salty taste 
and holds up well in desert heat. Ylari view it as a snack more than a meal portion. 


5lb Wheel: 4gp, Wedge: 1ep. 


Bellissarian Cream Cheese: Popular Alphatian cheese, this tasty spread has been exported across 
the continent. Cheap, healthy and tasty, it is common in most major cities. 


3lb Loaf: 2gp 


Brunost: A common cheese in the Northern Reaches, Brunost is a sweet chewable cheese, perfect 
for a meal or just a snack on the trail. 


Alb Wheel: 8sp, Wedge: 1sp 


Crossroads Brandy-Cheese: A unique cheese from the Alphatian Isle of Ne'er-do-well, this cheese 
actually has a high alcohol content. It can be used for cooking, but is usually just eaten plain. 


3lb Wheel: 10gp, Wedge 1ep. 


Damme: Found mainly with the Flaemish of Glantri, this extremely spicy cheese isn't popular 
outside its principality except as an ingredient in some dishes. 


5lb Wheel: 8gp, Wedge 2gp 


Glimmer Cheese: A translucent cheese from Alfheim, this cheese is known for a melt in your 
mouth flavor, and a strong taste that lasts for several minutes. 


1lb Brick: 6gp, 1 Slice: 2sp 


Hattian Brick Cheese: This bitter cheese is extremely hard, almost impossible to bit off a piece and 
difficult to cut with a knife. It is meant to be soaked in lager and chewed over time. 


5lb Wheel: 4sp, Wedge: 3cp 


Labneh: A Ylari cheese known for its smooth flavor, it is extremely easy to make but somewhat 
difficult to export. Double price for countries not adjacent to Ylaruam. 


11b Loaf: 3cp 


Mimolette: This popular cheese comes from New Averoigne in Glantri. It has a sweet, nutty flavor, 
and transports well. It is currently enjoying increased popularity in Darokin. 


2lb Wheel: 6sp, Slice: 2cp 


Moonhill Night Cheese: This strong, bitter cheese is barely known outside the Shires. It somehow 
gives hin who eat it 30' darkvision for 1d6 hours once per day. It has no affect on other races. 


11b Wheel: 5gp, Slice: 1gp 


Oscypek: This cheese from Karameikos is instantly recognized by its spindle shaped form. A very 
common cheese in Karameikos, it also transports well for adventurers. 


Spindle: 3cp. 


Prim: The spreadable form of Brunost, Prim is found mainly in the Northern Reaches, but 
transports well enough to reach other markets. 


11b Loaf: 2sp 


Rushan: A very tough cheese from Ochalea, Rushan is meant to be covered with sweets or nuts so 
the eater can savor it over time. Eating it plain is not advised. 


Mlb Stick: 2cp. 


Sateeka Fang Cheese: This durable cheese is found all over the Shires and is exported to other 
nations. A mild, crumbly cheese, it is part of field rations for many armies in the Known World. 


5lb Wheel: 6sp, 1 Wedge: 3cp 


Selenica Gold: One of Darokin's most popular exports, this cheese is semi hard until eaten then 
almost melts in your mouth. It is also extremely popular as a cooking ingredient. 


3lb Wheel: 1gp, 1 Wedge: 2sp 


Twarog: Another common Traladaran cheese, Twarog is a soft creamy cheese that does not travel 
well, but is extremely easy to make. It is a staple in many diets. 


11b Loaf: 5cp 


Wekran Stone Cheese: A common cheese from Rockhome, it lives up to its name. The cheese is 
extremely hard, the dwarf sucks on it to soften it, usually while he works, releasing the flavor 
slowly. 


10lb Wheel: 8gp, 1 Slice: 1ep 


Wereskalot Five Year Cheese: A difficult cheese to make, Wereskalot Five Year is a strong 
extremely bitter cheese that is a major cooking ingredient in several nations. It is priced 
accordingly. 


5lb Wheel: 12gp. Slice: 1ep. 


White Noso Rozec: An extremely strong and unusual gnomish cheese, it is considered an 
expensive delicacy among the small folk. For other races, it is best eaten quickly. 


5lb Wheel: 3pp, Slice 1gp. 
Breads: 


Baguette: A thin crispy bread from New Averoigne, baguettes are long loafs of bread usually eaten 
along side breakfast or lunch. 


1 Loaf: 2cp. 


Desem: Another Glantri bread, Desem is found in Bergdhoven. Desem is a tangy bread, often 
spiced to the desires of the Flaemish living there. It has found some popularity as a novelty food. 


1 Loaf: 4cp. 


Favaro Deep Grain: A popular Shire bread, Favaro has a thick taste to it, and is extremely chewy. 
The hin use some spices to give it a tangy texture, increasing its demand. 


1 Loaf: 7cp. 


Khubz: The staple bread of the Ylari, Khubz is a slightly leavened flat bread that is used to serve 
other food with. In parts of Ylaruam it has replaced plates and bowls entirely. 


5 Loafs icp. 


Kublatz Spiced Bread: A gnomish delicacy, Kublatz is spiced with cinnamon, saffron, cayenne, 
garlic, peppermint, ginger and twelve other spices. Best eaten quickly. 


1 Loaf: 2sp 


Lefse: A flaky flat bread common to the Northern Reaches. Traditional uses is to wrap other foods 
in it and eat everything together. Catching on in Rockhome and Ethengar. 


5 Loafs: 1cp 


Long Bread: An exported staple from Alfheim, this bland tasting bread would not be popular 
except for the fact it never spoils, making it in demand with sailors and adventurers. 


1 Loaf: 8sp 


Lucian Salt Bread: A common staple from Seashire, Salt Bread does not go bad easily, while the 
taste leaves much to be desired, sailors cannot pass up its longevity. 


12 Biscuits: 1cp 


Mallowfern Dark Wheat: Another Shire bread, Mallowfern is known for its full taste and 
satisfying nature. It does not take much to fill a stomach, and the flavor is quite enjoyable as well. 


1 Loaf: 8sp 


Mancheco: Baked by the elves of Belcadiz, this bread is cooked with nuts and fruits inside, giving it 
a very pleasant taste. It is one of the few delicacies of Belcadiz the other princes enjoy. 


1 Loaf: 1ep 


Mantou: A sweat bread from the Thyatis province of Ochalea, Mantou is meant to be filled with 
other treats. It is commonly served as a pastry filled with sweet meats or candies. 


1 Loaf: 3cp 


Mull: The people of Klantyre love strength, and their bread is no exception. With a very distinctive 
flavor and loaded with fruit, Mull is very much a food of it's land. 


1 Loaf: 7cp 


Panem: Possibly the most common bread in the Known World, this basic Thyatian bread is given 
out freely to its people. Known for being extremely easy to make, it is a staple everywhere. 


5 Loaves: icp 


Plain Breid: Another bread of Klantyre, Breid is a simple bread, though chewy and aromatic. The 
people of Klantyre bake the loafs tall, so families can put more food with them. 


1 Loaf: 4cp 


Reedle Bread: A common bread found in Darokin, Reedle makes it rye bread baked with common 
nuts. It is found in taverns across the nation. 


1 Loaf: 2cp 


Shadowgate White Bread: The most common bread made in the Five Shires. While the taste is 
nothing special, the hin produce it in enough quantities that it is found of peasant tables 
everywhere. 


1 Loaf: 1cp 


Skyfyr Millet Loaf: An extremely low quality bread found in Alphatia, this is what passes for food 
for the Jennite slaves. Flavorless and hard, it's only redeeming quality is it is extremely cheap to 
make. 


10 Loaves: 1cp 


Stonebread: This flaky bread is a popular export from Alphatia. Long lasting, with a distinctive 
but not unpleasant taste, it is a common choice for adventurer rations. 


1 Loaf: 3cp 


Streel River Flat Bread: A failed attempt at Darokin to copy the breads of Ylaruam, the Flat bread 
is used as a breakfast food with any host of spreads. 


1 Loaf: 2cp 


Thantabbar Festival Bread: A recipe that won several cooking contests in a row, this is a sweet 
bread cooked with a nutty glaze swirled inside. Considered a treat for children. 


1 Loaf: 6cp 


Threshold Salted Chelb: A common bread in Karameikos, Chelb is a sourdough that is used for all 
forms of cooking, One practice is to scoop out the ends to make a bowl for soup. 


1 Loaf: 2cp 


Tortilla: This Belcadiz specialty as a flatbread made from finely ground flour. Perfect for wrapping 
up your meal into just a few single bites, it is perfect for the adventurer on the go. 


5 Tortillas: 2sp 


Vestland Zweiback: This twice cooked bread is common in the Northern Reaches. It transports 
well, and can be dipped in jams to serve as a snack. Popular with parents of teething children. 


2 Sticks: 1cp 


Wyrwarf Fungal Bread: A bread made by dwarves from fungus. It has a strange taste, and a 
lingering aftertaste as well. Dwarves seem to the only race that can stomach it. 


1 Loaf: 4cp 


Exotic Specialties 


Alhambra Gold Snuff: A extravagance among the nobles, this finely ground tobacco causes a 
relaxing feel when you want it, without the need for lighting a pipe or a cigar. 


1 Tin: 8gp 


Cigar: Made with fine Belcadiz tobacco leaves, these exquisite smoking treasures are treasured by 
gentry everywhere. Perfect for celebrations, they go well with any of our brandies. 


1 Cigar: 4gp 


Cocoa: This bean can be turned into any number of treats, and the taste is borderline addictive. 
Imported from an unknown location by Minrothad, this delicacy is taking the continent by storm. 


1 lb Bag: 50gp 


Locum: A popular specialty from from the finer confectioners of Thyatis, Locum is made with dates 
wrapped in a sweetened gel then covered in powdered sugar. Extremely popular with the nobles. 


1 Tin (20 pieces): 4gp 


Moktaar: A strange dwarven treat, this is the form of a hard candy popular among its miners. 
Instead of being sweet, it tastes of a variety of meat products. A single Moktaar candy lasts for 
about six hours. 


1 Pack (six pieces): 6sp 


Pemmican: From the Atruaghin plateau comes this smoked bison delicacy. Powdered and 
flavored with a variety of berries, this high energy ration is perfect for adventurers on long 


term quests. 
1 Pouch: 8sp 


Pepperpot's Prismatic Taffy: A treat from the Shires, this candy consists of a foot long string of 
sticky taffy of various colors. The delight is that each of the seven colors is a different flavor. 


1 Piece: 1cp 


Pipeweed: Grown in many varieties across the Five Shires, while a staple among the hin, pipe 
smoking is not as common in other countries. For those that possess the habit, please specify brand 
when ordering. 


Common Quality 11b pouch: 8sp. Good Quality 11b pouch: 2gp. Excellent Quality 11b pouch: 1pp. 
Pipe: 1 ep. 

Quazzidings (Candied): A gnomish confection, The Quazziding is a extremely bitter fruit when 
candied makes for one of the most unique tastes of extreme bitterness and tart sweetness. 

1 Jar (5 fruits): 1ep 


Tablet: From the Principality of Crownguard comes this crumbly treat. Made with butter, eggs and 
sugar and flavored with whisky. Considered a delicacy by the Klantyre warriors, and it PENES US 
well. 


1 Half-Pound Brick: 3sp 
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The Kingdom of Rockhome, 1000 AC 
Based on GAZ6, TM1, TM2 and X1 

Cartography by Thorfinn Tait, January 2005 & February 2013; last revised February 2016 
www.thorf.co.uk 
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The Shadowlands, 1000 AC 

Based on GAZ10, GAZ13, and Poor Wizard's Almanac III 

Cartography by Thorfinn Tait, February 2005; last revised February 2016 
www.thorf.co.uk 
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The Empire of Thyatis (Mainland), 1000 AC 

Based on Dawn of the Emperors, TM1, TM2 and Joshuan's Almanac 
Cartography by Thorfinn Tait, January 2005; last revised February 2016 
www.thorf.co.uk 
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Legal Information 

Permission to copy, modify and distribute the files 
collectively known as the System Reference 
Document 5.0 ("SRD5") is granted solely through the 
use of the Open Gaming License, Version 1.0a. 

This material is being released using the Open 
Gaming License Version 1.0a and you should read 
and understand the terms of that license before 
using this material. 

The text of the Open Gaming License itself is not 
Open Game Content. Instructions on using the 
License are provided within the License itself. 

The following items are designated Product Identity, 
as defined in Section 1(e) of the Open Game License 
Version 1.0a, and are subject to the conditions set 
forth in Section 7 of the OGL, and are not Open 
Content: Dungeons & Dragons, D&D, Player's 
Handbook, Dungeon Master, Monster Manual, d20 
System, Wizards of the Coast, d20 (when used as a 
trademark), Forgotten Realms, FaerGn, proper 
names (including those used in the names of spells 
or items), places, Underdark, Red Wizard of Thay, 
the City of Union, Heroic Domains of Ysgard, Ever---- 
Changing Chaos of Limbo, Windswept Depths of 
Pandemonium, Infinite Layers of the Abyss, 
Tarterian Depths of Carceri, Gray Waste of Hades, 
Bleak Eternity of Gehenna, Nine Hells of Baator, 
Infernal Battlefield of Acheron, Clockwork Nirvana 
of Mechanus, Peaceable Kingdoms of Arcadia, Seven 
Mounting Heavens of Celestia, Twin Paradises of 
Bytopia, Blessed Fields of Elysium, Wilderness of the 
Beastlands, Olympian Glades of Arborea, Concordant 
Domain of the Outlands, Sigil, Lady of Pain, Book of 
Exalted Deeds, Book of Vile Darkness, beholder, 
gauth, carrion crawler, tanar'ri, baatezu, displacer 
beast, githyanki, githzerai, mind flayer, illithid, 
umber hulk, yuan-ti 

All of the rest of the SRD5 is Open Game Content as 
described in Section 1(d) of the License. 

The terms of the Open Gaming License Version 1.0a 
are as follows: 

OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the 
Coast, Inc. and is Copyright 2000 Wizards of the 
Coast, Inc ("Wizards"). All Rights Reserved. 


1. Definitions: (a)"Contributors" means the 


copyright and/or trademark owners who have 
contributed Open Game Content; (b)"Derivative 
Material" means copyrighted material including 
derivative works and translations (including 

into other computer languages), potation, modification, 
correction, addition, extension, upgrade, 
improvement, compilation, abridgment or other 
form in which an existing work may be recast, 
transformed or adapted; (c) "Distribute" means to 
reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; 
(d)"Open Game Content" means the game mechanic 
and includes the methods, procedures, processes 
and routines to the extent such content does not 
embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, 
and means any work covered by this License, 
including translations and derivative works under 
copyright law, but specifically excludes Product 
Identity. (e) "Product Identity" means product and 
product line names, logos and identifying marks 
including trade dress; artifacts; creatures characters; 
stories, storylines, plots, thematic elements, dialogue, 
incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual 
or audio representations; names and descriptions of 
characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; 
places, locations, environments, creatures, 
equipment, magical or supernatural abilities or 
effects, logos, symbols, or graphic designs; and any 
other trademark or registered trademark clearly 
identified as Product identity by the owner of the 
Product Identity, and which specifically excludes the 
Open Game Content; (f) "Trademark" means the 
logos, names, mark, sign, motto, designs that are 
used by a Contributor to identify itself or its 
products or the associated products contributed to 
the Open Game License by the Contributor (g) "Use", 
"Used" or "Using" means to use, Distribute, copy, edit, 
format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) "You" 


or "Your" means the licensee in terms of this agreement. 
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2. The License: This License applies to any Open 
Game Content that contains a notice indicating that 
the Open Game Content may only be Used under and 
in terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms 
may be added to or subtracted from this License 
except as described by the License itself. No other 
terms or conditions may be applied to any Open 
Game Content distributed using this License. 

3.Offer and Acceptance: By Using the Open Game 
Content You indicate Your acceptance of the terms of 
this License. 

4. Grant and Consideration: In consideration for 
agreeing to use this License, the Contributors grant 


You a perpetual, worldwide, royalty----free, non 


----exclusive license with the exact terms of this License 


to Use, the Open Game Content. 

5.Representation of Authority to Contribute: If You 
are contributing original material as Open Game 
Content, You represent that Your Contributions are 
Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License. 
6.Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to 
include the exact text of the COPYRIGHT NOTICE of 
any Open Game Content You are copying, modifying 
or distributing, and You must add the title, the 
copyright date, and the copyright holder's name to 
the COPYRIGHT NOTICE of any original Open Game 
Content you Distribute. 

7. Use of Product Identity: You agree not to Use any 
Product Identity, including as an indication as to 
compatibility, except as expressly licensed in 
another, independent Agreement with the owner of 
each element of that Product Identity. You agree not 
to indicate compatibility or co----adaptability with any 
Trademark or Registered Trademark in conjunction 
with a work containing Open Game Content except 
as expressly licensed in another, independent 
Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product 
Identity in Open Game Content does not constitute a 
challenge to the ownershipof that Product Identity. 
The owner of any Product Identity used in Open 
Game Content shall retain all rights, title and interest 


in and to that Product Identity. 


8. Identification: If you distribute Open Game 


Content You must clearly indicate which por 


tions of the work that you are distributing are Open Game 


Content. 

9. Updating the License: Wizards or its designated 
Agents may publish updated versions of this License. 
You may use any authorized version of this License 
to copy, modify and distribute any Open Game 
Content originally distributed under any version of 
this License. 

10. Copy of this License: You MUST include a copy of 
this License with every copy of the Open Game 
Content You Distribute. 

11. Use of Contributor Credits: You may not market 
or advertise the Open Game Content using the name 
of any Contributor unless You have written 
permission from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to 
comply with any of the terms of this License with 
respect to some or all of the Open Game Content due 
to statute, judicial order, or governmental regulation 
then You may not Use any Open Game Material so 
affected. 

13. Termination: This License will terminate 
automatically if You fail to comply with all terms 
herein 

and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall 
survive the termination of this License. 

14. Reformation: If any provision of this License is 
held to be unenforceable, such provision shall be 
reformed or enforceable. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards 
of the Coast, Inc. 

System Reference Document 5.0 Copyright 2016, 
Wizards of the Coast, Inc.; Authors Mike Mearls, 
Jeremy Crawford 

, Chris Perkins, Rodney Thompson, 

Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. 
Cordell, Chris Sims, and Steve Townshend, based on 
original material by E. Gary Gygax and Dave Arneson. 


END OF LICENSE 
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